
ADD GRAPHICS AND SOUND 
LEARN PROGRAMMING 
and much, much more 
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/IDEO PINBALL FOR THE APPLE II: REQUIRES A 48 K APPLE 



This may be the first Apple II game that is copied for the arcade machines. 

RASTER BLASTER for the Apple Jl and Apple II Plus is so technically sophisticated and fun to 
play that it is sure to attract the attention of the big arcade manufacturers. But you can get 

it right now for your Apple. 

RASTER BLASTER 

Video Pinball for the Apple II 
See next month's issue for full details. 

Apple II is a registered trademark of Apple Computer, Inc. 
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NEXT MONTH 

Bubbling L,r:er. our December issue Ho* Will we 
irns du Tie streets tor a whale month 
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MAILBAG 

>'ojr rery 31*1 page &ut do you h 4 ve anyHung lo sa> 
yet? 

COMPETITIONS 

C» you tell n invader from 2 ga aran? Can you 
So our fr* □uzzte ' 5 Are you an axade king? Then 
you caud he 3 wnn-r 

Ct AMES HEWS 

Air rhe iler.i sol - ware mr your cranpuler 

CHESS 

Ron 1 he lirst chess playing matter* to Ifle mosr 
rdaenl Mu Srgrr^i chetfc out ?he computerised 
fees scene 



ARCADE ACTION 

Showing kwh on ypy local screen 
put- mi aicadfl games 



fhe latest In 



OTHELLO 

Computers already have he edge .r. this popular 
game Tan-' Napier oilers lire l.ps 

THE INYADEAS 

The aliens are as mean as ever an a NascDm ? 

SUPER HIM 

\m cm your apple ar this updated straiegy game 

flJUMBOW PASSAGE 

A tactical board game is troupi 10 coldurlul life on 
the Commodore V'iC-20 

THE KIBBLERS 

- are comingl And me tale ol a lawn rests in your 
hands n ;n 5 imag ngMve Pel program 
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TAROT 

W- myslfrious '•r^unnf :;l our playing card pack 
p^tomiF *1 "hm w m r.aie -jn a Tandy 

PTY BOMB 

Possibly me mof.1 wamoniy destructive computpr 
game jel r|r-vi«'1 tor S*nntair owners 

TRENCH 

!p « frertch on V" i.'i Alar i and destroy 'he Death 
Slai 

DODGEMS 

The Acorn con 4 o i rn ’ s car r. out Eo qel ya„ Mow Itmg 
rjn you a vend a collision? 

MUSICAL HANGMAN 

Good use oi lire Sharp s music and graphics Out can 
you save 1 hv -nnocenl p-an irom in- gallows'- 

GAME OF THE TEAR 

We need your he p and wo re nor Eki proud la 
bribe you 1 Discover rivi bwwEitsffl heemm-nga DSVfi 
cortnwor 

SOUNDS 

Nnises musical inageal and (nysienous C-avO 
Annal add^ a lo.ilh dimim^iari to yDur rm-"rn 

THE BU GS 

Meei aui fribe of g^mlms !n.yi ynu probably know 
Only 100 we ! ! already 

VIDEO SCREENS 

A- 1 the new cartrioges tor every Tv video games 
centre. Read before you buy 

MAINLINE 

W ar is II mi paying i jam-? vulh tl>- ?Twsr 01 a 
mainfcrmp h^ -nd if? A Hut Gales linds oi : 
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PRACTICAL PRO GRAM MING 

Its in m inferesrs Id turn you all info bel'ir 
programmers Ted Bar will wmpl you lull nor along 
i he Basic Iran 

ADVENTURE 

Wlviber you waril 10 w'lip yuur own cn |usl p-ay "dwi 
peopled . Keith CampbeTI looks at thr- magic tiehind 
i 1 "* nasi popu tar ccimpuler garni 1 

CHRISTMAS PARADE 

Mosl Christmas slOckifg.ii will m.=vH a m-- mprocessai 
in rhi'rr J his Yu^Eide We odN cm ah, n-lhc nevi roy 
generation 

KIT KQRNER 

A nucro yfiu bavr bui l jtoUfsell will g ve y: u ‘hai 
much more sadcstecliw Keith Molt Clines the 
r-eneii's ana warns oi loe pitfalls 

PUZZLES AMD CROSSWORD 

Bottles .ol champagne are up lor giabs m Our M i id 
Routines prcibiem and Nouwa Crossword 

GRAPHICS 

The marks an the screen - so alien itr -iJrt -i i 
good gamr- 

DOWN TO SASIC 

Compultr beginners stad cere Bui old fiir-a;. non c k 
not pass by Moira Nome's myea^ng U»k a p Ihe must 
widely used campuEer language 

SOFTWARE REVIEWS 

An advirnture with rear treasure 1 An alien invasion nr 
your spaceship And many more 

SOFTWARE GLOSSARY 

Don't be thwalea by Computerised argon il s an meir- 
•n plam English 







Adda Computers Ltd., a major supplier of computer systems 
to industry and business, have opened ihe Vic Centre in 
^^'vYest London. Here you can see, discuss and buy everything to do wtlh 
"'ihe new VIC 20 personal computer— in person or by mail. Hardware, 

^ software, technical advice and information is available from an experienced 
i staff of experts. Even if you already own a VIC 20, get on out mailing last to 
m know about new developments. Remember everything has the backing o! 
w Adda's reputation, and there's a fulf 12-month warranty on all hardware. 
The Vic Centre is easy to reach— Just off the AdG, close to North Acton tube 



station 



Not just a computer but a whole 
expandable system ~~~ ' 

AT ONIY £189-95 inc.VAT. Special cassette deck SBBBBBBEUBl t 
£44 95 inc, VAT. 35 0 



The VIC 20 is a fully Pledged, easy-to-use computer. It's the core of 
a great expandable system, with lull-size keyboard operation. 

First-lime users can work it immediately with plug-in program 
cartridges, using your own colour TV to get up to 24 colours on 
screen, and three different sound tones. Or write your own programs 
in BASIC. The VIC 20 Jets you build a System as needs and budget 
dictate. You can expand its memory to 32k Byte with Plug-in 
modules, and transfer data to external storage units, So ihe V(C 20 
is more than just a personal computer— and' its system wilt expand 
to pul M even further ahead, 

VIC 20 Dot Matrix Printer 

Tractor- teed, SO character-per-lfne. 30 characters-per-second printer . 

£229.95incl VAT 

VIC-RS232 INTERFACE imf -* — — 

Fully implemented (true levels) | M 

RS232C-V24 l»<; ^ ^ 

BI-DIRECTIONAL INTERFACE J r 

Allows Vic to *vork as Mainframe Terminal fJF-.- — 

Drive -a Qumq Daisywheel or :i Peper Tape 
Punch etc. sic. 

FEATURE This unit contains masler power 
Supply which Supports Vic's own supply 

when carrying Memory Lx pan sinus, £56.35 incl VAT 

Cassette Drives, Lighl Pens. Printers etc. 

yiC-MEMORY 3K 

Small size — low cos! memory expansion. \ 

Plugs iinio Vsc and reproduces memory-port \ 

Can be used wilh other expansions gives a Jr-' ^ 

total ot 6 k user static ram on Vic. 

FEATURE This board allows Vic lo move 
Basic to begm at 1D24 (J04W) as in Pel, 
and enables Ihe use of HIGH RESOLUTION 
COLOUR GRAPHICS £40.25 rncl VAT. 

VIC-TOOL KfT £28.75 met VAT, C--- 

Fer thgge who- Know tool Kit on Pol we now i lfl- 

have same facilities for Vic tJjjjj 

Renumber, Auto, Append etc. jmjpn 

this may be used with ihe stack VIC Rom /__*'** t 

Switch Board. 

VJC ROM SWITCH 80ARD £40.25 inf.l VAT 
An* inexpensive unit which plugs direct on lo Memory 
Expansion Port of ihe VIC and allows Ihe insertion ei up 
to 4 HOMS for games packs or toolkit aids, etc, 

FEATURE. Simple software switch exchanges each pair of 
ROMS into VICs ROM space allowing clashing' ROMS to be 
used. 

FEATURE. Plug-in zero force sockets are available as optional 
extras to help eliminate pin damage to valuable ROMS 

TERMS AND CONDITIONS All goods snld subject Id Adda 
terms and conditions of sale Full details available 
on recjuesl, but include: 7 day money track guarantee, Adda 
12 month hardware warranty Please allow 2ldays foi delivery 
Allow 7 days For personal cheques to be cleared. Quoted 
prices &re inclusive of VAT. 

Goods Required Price MAIL ORDER to; Adda Computers Limited. FREEPOST. London 

tAfl3 O0R or telephone your order i24 houis a dayj to j 

01-992 9904 quoting your BARCLAYC ARD OR ACCESS 
number A 

i enelo-ae a i hnui*- umOq 

p.iyij !>ir« lo dompuiL-ra A ~^A A, ^A 

Limited tor -^A y^Ak “ 



VIC-LIGHT PEN 

This high quality light pen works m both 

normal and Hr-flFfs mp-sies on the Vie 

allowing simple interaction with the Vic 

Without keyboard enlry 

Easy to program and easy lo use 

eg Menu selection Non- key board entry 

Teaching Games 

FEATURE touch- sensitive Enter contacts 
to eliminate accidental enlry 



VIC Games Pori Adaptor Cable 

games port plug. £14-95* 

A. iwti into one adaplor lor use with boiti^N^ 

joysticks and tighl pens A musl lor those 

who require full control ol games. Wilh ■'■ #/ 

graphics. 

F^ATURE low cost High quality, Robust. 

VIC JOYSTICK - 

Single r 

Hand- Hold joystick units for games use / k 

7 available in Pair or Single configuration. U — TV 

r N B (2 Singles will not work as a pair L — 

unless modi Fiedj £14 95 

Le Stick £30,75 incl VAT 

The ultimate joystick. One handed multi -direction a l super 
sensitive stick with built in lire button. 



VIC software Each of these tapes £14 95 incl VAT 

C ode fa-r eake rf Cadem ake r 

You play ihe VIC dr the VIC plays you in this computerised 
version ot Mastermind 

VTC Seawolf, VIC Trap and Bounce out 

3 fun games, a submarine shoot out a boat Ihe VIC and an 
oid favourite pub game. Good games with different skill levels 

Monsler Maze and Maths Hurdler 

A fun game with good colour and sound and a mental arithmetic 
learning game. Highly rated by everyone we have shown it to 
Harder than you think. 



Add £2 GO p a p. ror 
orders under £5O.0G 

Name; 

Add r ess 



Total E 
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“ Pina’s?* acW rny oaine sc yaw 

mailing list 

SHOP ADDRESS Adda Computers Limited, " oelism n!t appl.cibl* 

154 Victoria Road. Acton, Lonuon. W-3 Tel 0i -992 9004 D“ r “ 

OPEN to Am— e. pm [Tuesday— Fridsyi. to am— 5 pm 1 Saturday) 
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sure you keep up to date with 
your local screens. 

The next three arcade graphics 
creatures tor our Taito space 
invaders competition. And a sec- 
ond chance to enter our arcade 
player of the world finals. 

Our first look at how to pro- 
gram that increasingly popular 
game of Go, another look at 
improving your programming 
skills with Down to Basic and 
Practical Programming, 

All this plus our very different 
tree giveaway template competi- 
tion. 

Make sure of your copy]! 



If you are still 43 billion moves 
away from solving the alb 
conquering Rubik Cube, the next 
issue of Computer 8c Video 
Games is a must. 

We are publishing a computer- 
ised solution to the puzzle which 
captured a nations imagination. 
So no matter how much you've 
scrambled the six colours, just 
feed the cube s layout into the 
microcomputer and it will pro- 
vide you with a simple step-by- 
step solution. 

And if our free puzzle is caus- 
ing you nightmares well be 
showing you the four mats put 
together in a way you may never 
have thought to see them , , , sol- 
ved! 

But if you’re busy trying to 
work out a computerised solu- 
tion and win one of our VIC-20 
computers, perhaps you should 
skip that page. 

Among our games listings is a 
seafaring thriller 'Round the 
Horn, which recaptures the spirit 
of the hazardous races around 
Cape Horn by the American 
clippers of the 1850s, 

Triggered by the discovery of 
gold at Sutters Mill in Califor- 
nia, the speedy clippers rushed 
passengers and freight from the 
eastern coast to the west — sail- 
ing around the entire southern 
continent on their way. You can 
relive those pioneer days when 
the fastest ships could name 
their price, 

Plus: Mini Golf, Chomp, Goal 
and many more listings. 

Also in our oh-so seasonal 
December issue we will continue 
our invaluable guide to the mic- 
roprocessor controlled toys and 
games which you and your chil- 
dren could be playing with on 
Christmas morning. 

Don't buy that toy until you've 
read our rundown of what to 
expect from it. 

The new year also promises to 
be an exciting time in the arcade 
games world with a new genera- 
tion of machines due out. Make 



SUBSCRIPTION 
„ ^ ORDER 

FORM 



Please start me a sub- 
r soription to Computer & 
Video Games and continue to 
send it lo me until I cancel 
! understand that \ may stop my subscription 
at any time and you will refund me the difference 
l enclose a cheque/P.Q. for Cl 0.00 (U K,); Overseas 
£20.00. Twelve issues a year. Cheques should be made 
payable to Computer & Video Games Lid. 



Name 



Address 



Signed 



NOW PLEASE POST TO: 

Compiler & Video Games Ltd., 

Subscription Department. Bretton Court Breltorv 
Peterborough PE3 8D2 
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£170 






Name 



fTllCRDflGE ELECTROTC5 

135 HALE LANE EDGWARF MIDDLESEX HAS 9QP 
TEL 01-959 7119 TELEX: 8813241 



We make a good deal a 
good deal better 

We stock the best products at the best prices then add 
a personal or postal service and helpful advice. 



THE 

OUTSTANDING 
P ACORN ATOM 



PLUS 



111 

111 



'.W ■ ■ 



alf the ( atest software - games , maths, VDU 

[plUs! 

the 3t£22ft~\r)C~V^ tes 



STOP PRESS! 

Now only £199 inc. VAT and postage 
for the Seiko s ha uni -hammer printer 
96 A S CIZ charac ters . 



DAI personal computer 



Atari g ames 



48 K RAM 
Z4K ROM 

FOR THE 
COMPUTER 
MAN who 
WANTS 

i neadN *7 



The top range of games programs at rock bottom 

f,NCeS MISSI LE COMMAND £37,50 

(Asteroids available soon) 

For all these things and more, come to MicroAge 
a* Edgwgre and browse. We are open Monday to 
Saturday, from nine in the morning until late. 

If you cannot pay us a visit, just telephone or send 
a self addressed envelope for our mail order prices., 

miCROflGE ELECTRDniCS 

135 Hale Lane, Edgware, Middlesex, HAS 9QP TTL 01-959 7119 
Main Line: Mill Hill Broadway 
wt* - '* 1 Tube Station: Edgware 

On the 240 and 221 bus routes 



IIII U IIIII 



SILICON CENTRE 



EDINBURGH 

urn r r ni i 



MAIL ORDER 

Price list, order form on request 

ATARI 400 field £299 

ATARI BOO |1 6k i £b60 

ACORN ATOM (kit) £120 

ACORN ATOM kaady built ) £150 

VIDEO GENIE [TBkf £299 

GEMEidBk) £335 

32k GENIE 11 DISK. 

Small Business System £953 

Mattel Inteilivisicfl, Electronic Games, Chess, 
Software, Books, Accessories, etc 
(Please add 15% VAT) 

SILICON CENTRE 

21 Comaly Bank Hoad, Edinburgh 4 
Tel: 332 5277 

ELECTRONICS FOR THE 80 S 



Cirelv No, 103 



ZX 8 H 16 K) GAMES PACKS 

These games are designed by Video Software Ltd and 
are all completely original, All the games need the 16K 
RAM pack, Program cassette and manual are sup 
plied, Programs are recorded twice on the cassette 
with an accompanying commentary to teach you how 
to use the program. Programs are written in standard 
Sinclair BASIC with no machine code so you should 
be able to add your own variations. 

All games packs are priced at £3 35 to include VAT, 
post and packing. 

**indicates games which will run on ZX80 with SK 
ROM. 



To: Video Software Ltd., Stone Lane, Kinver, 
Stourbridge, West Midlands, DY7 6EQ. 



FORCE-FIELD. Hostile UFOs attack a city, Vou control 
the force field which destroys their bombs. Ani- 
mated. ZX8t only 



SPACE RACE Party game for up to eight players. 
Animated, ZX81 only 



FOOTBALL- LEAGUE For the student of football 
Simulate an entire season's play 



TEST MATCH Fnr the student of cricket, Select your 
teams and see who wins, ** 

STOCK MARKET Buy and sell your way to a fortune 
ReaT time price changes. ZXSl only 



Please Send me the items ticked above. 
I enclose cheque postal order No: 
Please allow 28 days for delivery. 



Address: 



Circle No. 102 



Circl* No. 10 A 
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ELECTRONIC GAMES 




TV GAME 

■ A Cwln^gvi * Mains 

Adaptor Jr^Q 

h - h- : 7 ] 3t SO 

now reouced to . , i 




FULir PROGFlAVIMAaLE 
CARTRIDGE T V LrAMfc 
14- Car[nHgm-s, uviitl-ihli* 
Normal frtep £07 66 

MOW REOUCED TO 



£59 




CHESS COMPUTERS 



WVh curry a tancje of over \b 
diiTWaril Chess compusefS 
tlearomc Cntr&s £29 99 

Che&i Traveller £39 95 

Chess Onallr:ii£jei 7 f79 QO 

Sensory 0 £119 OO 

Sunsorv Von:® £269 00 

SPCCtAL OFFERS 
VOICE i.HrSS ChAllENGEB 
NonhilAl H- -::•?■ f ?4h MOW £ 1 36 W 
5 ARC ON 2 5 BORIS I & 

N m , Price £2 73 7U MOW £199 96 

A IT p r ic* i -inrlirr'e * A I 



MS MV I rN I T 
ABE COVE HE O 
THE EXCLUSIVE 

JSI.OCA SHOP 2 YEAH GUARANTEE 





TELETEXT 



v*r 

THE HAPQFIN TELETEXT ADD ON 
ADAPTOR 

P,!i« the -jiJdf'Fiiv tns« if** ag'/aI socket of pun 
f./jhijr I '/ a/rci r*e#f¥* rtw €E£fA* a«cf 
IJRAi'fE imfettnon Iftfmm&lton servit&t 

THIS NfW MODEL INCORPORATES 

1 D^ubir r<--gl’r ch4-ij. -*■> r« '-Is 

+ T.uij PAL CalDu- 

f M™i* IrilHh! 3SC A IB** brua.-r-.n-il I^rf- *11 .l-i.n* 

1 J'. -jr. In.jlhin. t LiiJ-'-flr 

■ Jn-'i?CJC*|i 5 irrv -si • r-nmwf- -IN- UHI E ki rtrfirh riT-npl 
TV f f rG.}r*n ,, Tvf v 

■ Cotd-Biftlfld CUOIh b.;-jnt Ir- -:-.ihih!i 

- him S.JPFRIMPUSL. !***» * **-• I"T 



iiiHIkB 


ar-i 


‘m »*■ 

IB* 


*: m * 1 ■Jr’ 


iSSIrTSiTIt ;P 


issr rr 


3SL"^r« IS 




3U 1 


IS 

■ in 





24 TUNE 

ELECTRONIC DOOR 
BELL 

Narmiil F'r^afig ?Q 

NOW RcOUCED TO 

£12.70 -re vat 

PlAys ZA diFFe'trnl limes 
' wrlh teg ,v a 1 c spend 

-w- - central and volume 

» cumnnid Selaci lift* h-idsi 

■*-* r appropriate rune For your 

- vis-ior with .lfifirapi lari 

| llinHiSMilltHintliRWVt 

lft*.ye*f! 



SPEAK & SPELL 



■ , Normal P r-cu £49 96 

MOW REDUCED TO 



£39 



In-ecn your c*iild Id 
S pell pcnpurby MMiin 
Ihr* uniflua Jflam.ng 

Jld Fu>N iU|rj|TiJ5l|l{ 
Matures and scoring 
Additional worit 
modules BYUilaWe id 
«.*lend lie range or 
wwds 



r HAND HELD GAMES 

EARTH INVADERS 



l'-«»r r.. .11^11 III i Erl«d iH n hlEtwrtO 

-iranawrb lb m Tl-lry cancer l*. *HIpiI try 
ira*IWHi«l .nnhcrt! Il'vy Miu5l be thirurrl TFh- 
1 -Ai-ii- II ■ uMuClMI -n a TiHrH *r,,".. Wjail* cd 
iImiw cNat* iHHn* troiin. T»a uiVV a< 

^ A p 

^ Jr % " r 



FOR FREE BROCHURES -TEL: 01-301 1111 



THE OLYMPIA — POST OFFICE APPROVED 

TELEPHONE ANSWERING MACHINE 

WITH REMOTE CALL1N SLEEPER 

This- lenMltont! jrtsuHflnng rr.achine -9 mfl fiutfltlu-rnd hy IJlympia flu9*neit MdtStinB!'. OA* flj rh- 
largest Glhi e Eqyipflverir man ulactiireri in the L' X It '5- MlV P05T OFFICE APPROVED and wi- 
aniwer nod uk'o J ineiwgmi 1 <k 34 "-outl a dav Wif youl 'H'nOlfl TtHI n tileepvir you can recBm 
thnse mnssages by telephone vwbfb-H-rfif ygu are inl^-n wnild Trie rerrn.ti^ <--a-H inhl#m|biir .t-nhvare'.-the 
Anhwei Rw-ird unn which vr-ll nt yOui com^nnniY rapnot mesydger- keet' '■■ e < asa i^r-n am? 
jc-livaled anywhnrA in the world or ud wm r^t.irn-gyiTur Hcttib or oflice ThenLiChin* CrtnalSd 
lie used tor rr'*iti-a<|e refur rpl I you ham an urgeni aiipuincmefu. n ,.i areeicpecl nnin impor!|n| C-hI 
«inwM record lire uhoru- number and in n1-<!« iwhe«e vpii can b« raarhed With oplional cs |ra 

blaeperi |£13 e*flhj ihif tacildy can Le 
MimndMl to CDHeBsi irtii end memnars nf 

ffwfmnrfv Unlrsj *C9Q wnmrd ci—ifl A 

4 you can r&cord as many ax AS rTictSiffSV 

Tha anrHMFycrmehl tan hn up id 16 
» , seconds long and ihe incoming nwHuge 

30 wwonds Idna 

The machine is easy lo in6!»H and comes 
m. ./'■ L-^: "W 4 wirh lull initmetions It t •«"* wx*« to 

T x lft r J vuur juncimn bo. w.,h -he spade tunrvec 
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SILICA SHOP LIMITED S"™ 

14 Tha Mem. Malherley fluad Shlcup, Rent DA 14 4DX 
Telephurin- 01 301 1111 or 01 JW 1111 
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This program is a highly accurate computer simulation of the flight of the Space Shuttle Columbia from the 
initial countdown through the launch period, the launch itself and into a stable orbit. The craft may be 
manoeuvred within the orbit and then dropped out to finally fly through the atmosphere to a safe touchdown . 

The attraction of this simulal ion is its authenticity . So lar as is possible, it follows the actual parameters of the 
first Columbia flight with only one or two minor exceptions. The shuttle, of course, starts its flight pointed 
vertically into the sky and carries a huge fuel tank to provide the fuel for its three main engines in addition to (he 
solid fuel rockets which provide the major thrust to lift It off the ground, Two minutes into the flight the rockets are 
jettisoned, having burned all their fuel. The count-down for take off starts at T-2G seconds. At T-lO seconds the 
shuttle motors start firing, but the shuttle remains tethered until T = 0. When the shuttle blasts off, the pilot must 
guide the craft into its orbit by controlling its attitude and track, A number of guidance controls are supplied 
together, of course, with control of the shuttle motors' thrust. 

The simulation may be started at one of three points in time: either at lake oft p al 3 point where the Columbia 
is in a stable orbit round the earth, or finally, prior to landing. Measurements of speed,, fuel and so on may be 
selected for either Metric or Imperial measurements. All of the physical forces which acted upon the actual flight 
are taken into account, One departure from fact has been included in that the two solid fuel rockels have had then 
thrusls increased from 26 to 36 million Mew to ns so as to give the pilot an increased latitude for error In other 
words to make the take off easier , 

A fascinating program, the more so because It follows fact so closely. Available lor the Mode! I and 
Model III TRS 80, Model I and Model II Genie and on tape or disk. The tape version will run in 16K. the 
disk in 32K. 



Tape version £14-95 Disk version £17.95 

■Both inclusive of V. A.T but plus 5Qp P & P {if ordered alone}. 



TRS-8Q& VIDEO GENIE SOFTWARE CATALOGUE El .00 [refundable] plus50p postage 

MOLIMERX LTD. 

A. X HARDING (MOLIMERX) 

1 BUCKHUftSTROAD, TOWN HALL SQUARE, 

0EXHILL-ON-SEA, EAST SUSSEX. 

TEL: [D424] 220391 i 223036 TELEX 86736 SOTEX G 
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SOFTWARE 



We are pleased Id be able to announce the commencement of a new series of Adventure games. The senes 
named ' Mysterious Adventures’' is written in machine language by B, Howarth, an English author The first 
episode is entftl-ed “The Golden Baton". The scenario is that you have been sent by the ruler ot your own land to 
a strange province with the mission of discovering the whereabouts of the legendary Golden Baton of F&rrsnuii 
King of the Ancient Elf Kingdom The baton mysteriously disappeared several years ago and whilst others have 
veniured to the land in an attempt to discover it, none have returned to tell their tale! 

The program follows what has become the normal structure for Adventure programs. Like the original mam 
frame Adventure, directions can be designated by just the first letter of the compass point and commands may be 
optionally entered with just the first three letters of the apprepriate word. As usual provision is made tor saving 
the game at any stage and such standard commands as Help, Inventory, Score and Quit are all available 
Experienced adventurers will inevitably draw comparisons between this series and that of Scolt Adams so we 
will leave it to them, to make their judgements] The only comment that we will make at (his time is that we find it 
quite invigorating to play an Adventure game by a different author as obviously they construct their stories 
slightly differently. Mysterious Adventure 1, 'The Golden Baton’ 1 is available on cassette for TRS‘80 or Video 
Genie machines Of 16K or more and on disk for 32K up machines. It occupies a full 16K. The tape versions save 
their game to tape and the disk to disk. 

Tape version ,...£8.75 Disk version £11.00 

Both prices plus VAT and 75p P. & P. 



TRS-80 & VIDEO GENIE SOFTWARE CATALOGUE £1 .00 Refundable] plus 50p postage 

MOLIMERX LTD. 

A. J. HARDING (MOLIMERX) 

1 BUCKHURST HOAD, TOWN HALL SQUARE, 

BEXH ILL ON-SEA, EAST SUSSEX. 

TEL: [0424] 220391 1 223636 TELEX 86736 SOTEX G 
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Sinclair ZX81 



program pack 1 

(for IK ZX8 1 Sr 8K POM ZXSOf 
8 tainpatt and wrstftftaining pro 
pram!; for I he unexpan-ded ZXBl. 
including D1GM2LQC K , CATCH. 
GOBfiUF'R, REACTION TEST. 
SKETCHPAD. Fantastic vfi lu^ at 
£3.50 

PROGRAM PACK 2 

f for i6K ZX$n 

Four programs for the expanded 
2X81 — OXO (against the ZXBll 
PONTOON (against the ZXS1). 
FRUIT MACHINE (with hold & 
nudge I . and BlO-RHYTHMS. ONlV 
£3.50 



PROGRAM PACK 3 

(for TK ZX81 St 8K ROM ZXSOf 
Thrao amazingly tampad machine 
code programs with fas! mowing 
graphics; ASTROPlLOT. AUTO 
MATIC GRAPHIC GENERATOR and 
RO ADR ACE. PRICE ONLY £4 50 



PROGRAM PACK 4 

f for f6KZXBfJ 

Two highly entertaining and adda: . 
live games for the expanded ZXfil, 
written in machine code |so they're 
fast) — ASTEROID SELT and SUP 
ROUND. ONLY £4.50 
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Ail figures refer to TOTAL memory required. ALL OUR PRICES ARE INCLUSIVE? 

98-100 THE ALBANY 
OLD HALL STREET 
LIVERPOOL L3 9EP 
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ZX AS MACHINE CODE ASSEMBLER 

For 16KZX& ? St 8K ROM ZX80 

Complete assembler. Assembles standard ZB 0 mnemonics writ* 
ten into REM statements, Overwrite protection- Occupies 5K. 
Supplied on cassette, with written documentation 
Amazing value at only £3.9511 



ZXDB complete debugging program 

Perfectly complements the ZXAS assembler. Includes diss as- 
sembler, single-step, string search, block transfer and many 
more useful routines all in one amazingly compact machine 
code program. SAE for details. 



MULTIFILE (1 6K ZX81 only) 

Versatile multipurpose filing system, with complete documenta- 
tion and 3 data cassettes. Many possible applications, 

PRICE £17.50. or £1.00 for documentation (refundable against 
purchase). 



This book will help anyone who wishes 
to learn about personal computers and the 
uses to which they can be put It describes 
the development of the personal computer. 
Explains its operation and outlines the 
principles of programming. It deals in large 
part with systems that are available, 
particularly in the middle price range, and 
what can be expected from them, 
while a chapter on applications 
surveys the many uses of these 
remarkable machines. 



Questions and Answers on 



PERSONAL 

COMPUTE! 



by 

Peter Latterly 



Illustrated Paperback 165 x It 1mm 

O 400 00555 6 



Questions and Answers on Video 

by Steve A Money 

Whether you* inlerest in video -s ir recording hone iT. 13 -. 1 e 5 a* TV 
program mesj. playing 03 or riai-#iuing intonnahon r * lelel * * t or viewdata 

ajratenna, this book pra^des a lucid lorfoduclion 10 ah inwr^nd §ub|«ci 
IHu&lratrjd Paperback 16i * Ulinm 126 pages 'i iOfl COSS3. X U 55 



ewnes Technical Books 

Borough Gr^en.SevenoakSiKentTNlS 8FLi . • 



Learning BASIC with Your 
Sinclair 2X80 

by Robin Norman 

This tMOfc w II Lh; nt girfe&t value rg all ZX&O riA'hrrs, 1 1 Contain!!; all rh* 
imtormation necessary Leuselhie SaiclairZXiQ lo the lull, pNui specially 
written progrn.rr.rnB5 un#v*il»ti*S elww^tr* 

Illustrated Papernar-h 2s6jM35rorh 16D pages D4Qe 011017 £3 55 

ORDER NOW -from your local bookseller 

or in case drH tuH y cut out l^is coupon and rel urn tp 
Patricia Davies Markn:my Maciagwr at spw? addresa hsio-w 

Please send me copy/copies as marked above, 

I enclose a cheque/postal order for £ i n total payment 

Name 

Address 



Acorn Atom 

OLD FAVOURITES 

INVADERS 12K, rn c. Gr.4, sound — The original and best 
version £9.00 

PINBALL 6K, m e, Gr 2. sound — packed with features, 1 
or 2 players £4,50 

STAR IREK 12K. SASIC Si m«c, sound, FP — Fantastic 
real-time version £$ L Q0 

BREAKOUT 4K, m e, Gr 1, sound — This wHI keep you 
frustrated for hours 1 £4.00 

FRUIT MACHINE OK. BASIC & me, Gr.2, sound — Spin 
nirtg reels, hold, nudge etc, £4 00' 

DISASSEMBLER 4K, BASIC — Invaluable machine code 
aid £4.00 

UFO BOMB 7K, BASIC, sound — entertaining space game 
with great sound effects £4.00 

LUNAR LANDER 1?K. BASIC ■& m/c P Gr,4 — Gets harder as 
you get better — fantastic graphics £5.50 

GOLF 6-K, BASIC, FP — The only thing missing is the T9th 
hoi# I £5 00 

★ NEW RELEASES ★ 

LABYRINTH 12K, BASIC. Gr.2 A, sound, fp High rssolu 
tion 3D colour graphics! £5.95 

BACKGAMMON 7K, BASIC — Challenge your Atom to a 
game — - can you beat it? £7.00 

* PLEASE NOTE — 50% of the takings from BACKGAM- 
MON will be donated Id LEUKAEMIA research and treat- 
ment, so please help 

LAST RUN 7K, BASIC, sound — A compulsive game 
requiring fast reactions and good nervesl £3.00 

RHINO & WIGGLE 10K BASIC, sound FP — Two highly 
entertaining games for the price of one £5.00 







for cassette-based systems 



PAYROLL. SALES b PURCHASE LEDGERS 
PRICE LISTS mu NOW you Can- wule [hum* 
S a ve complex data tiles <x i cs»lte an y com 

binatior of stnngs, string variables. slnny ar 
rays, qOnsEanls, HXfjresvtqriS, vdr-dbMsi Or ,»■ 
rays Delphi* block Si» A! 24015 B A U D using 
I K blocks, 10QC' numbers earn be stored /access 
lid in less than 1 mm Comprtfh&frSWvH manual fr 
tjfcuiT tor optional sgtomahe casset te drive wri 
1 roi supplied £1/60 



ISSUES 1 & 2 HO W AVAILABLE 
ISSUES 3 fit 4 AVAILABLE NOVfDEC 
ORDER NOW to secure yaui copies — ONLY 
95p each (£3.00 for all FOURJ 
SERIES ARTICLES - 'Hands-on' {from the 
beginning) — NAS SYS monitors revealed 
Also includedl — Featured articles, news from 
dubs, schools, letters to the Editor, questions 

& answers* 



MATHSPACK IB/32K) 



Study-hy maths at 'O' level or above? Ih-est 
Tbuiinn will be of 'merest I Plotwty user 
helmed tunction, with J *oom in Jd Out'. after 
scales trie Simultaneous Euuddons up lo 
order 32 Calculus function evaluation, 1st, 
i'rm b iku dBiivativfcs integration Nor ''^dr 
equations aqlvwi quadratic equations I jl- 
li..i.alS tup lo i3l permutations, comthna 
ik. *■= Ycctoi fioutinen tTianiptiialcb 3 duTien 
iitmat vectors E J ' ^ 



AY 3 8910 SOUND CHIP 



INVASION EARTH w,(h INCREDIBLE SOUND 

effects imc/gi eio.96 

SOUND CHIP Pr.yi jp u J i i 

■.henriels- wv-tn music b sour'd ullecisl Data 
stiee! i rid £6 4b 

SOUND CHIP INTERFACE BOARD 

Designed to ‘nLeildct; between the F J 'Q b (he 
vh'P Rtid-Jv buill plugs Straight onto PIQ, 
Nascom 1 connectors avail.m Sound genera 
tig.’i illualiated in MC b fcidiic lehip not mcl i 

1 lii.bO 

DEMO PROGRAM Ml 1st m-utfe direct 

--rr.‘y l-o cn,p regisle" making mtperimvntation 
Simpi* 2nd mudf turns keyboard mto ? uc 
tdve l ,5-iu . :jiv ng statu a I rtyisLtii b notes 

ptsyed £5.96 

D.A I A MANUAL icO pages) No VAT L2 A 



GALAXIAN ATTACK (MC/G1 



■ d'ji V C Space ydOie, ItaLurifiy iiiver»g Ga*awan 
spacecraft ID speeds from good to impossible 
No barritis tor protection Hi score display 

£8 yb 



VORTEX (MC / State 16/32/48K) 



Speed up yoijf display at pixtji graphics 29 
Touli'ies called from BASIC Manipulate 2 
screen images b then update your VDU 
Changes appear instantaneous Extensive 
amples ai’ld instructions Supplied CB 96 



MICRO- POWER" - Magazine 



THE KEYS OF KRAAL 
(24K/B/GI 



Superb adveniurt: game PLUS exciting 

graphics Fight the monsters b demons in real 
time Swords Harsh, arrows Tly spells homr f 
Endless hcnjfsol W>JOyrawnt Save un lape lb 96 



SERPENT (MK/G) 



BK of incredible M/C An. ■ r» tt.-r.j_ live game 'par 
euMtertlence 1 Fu-ipwdO rhe riwvmy; snake: like sea 
serpents fci the marauding Killer whales b levels 
b special rmssMWtS with dHnost inlimle sk ll set 
ti ngs £B 96 



WIRRAL PILOT V4.0 (MC) 



WIDELY U&EP VEH SIGN ul Ihs compute. d it 
ed learning lafiyudye tiemy ddept dl meiching 
long strings, it has consider atwe advantages 
over BASIC in -oEeraotive learning protects 

£12 60 



BASIC FILE HANDLER tMCl 



# ** NA5COM 1 Cottis Hlundford cassette 

interface for M2 format, reliability b fast load £14.90 
8K RAM required unless otherwise stated. 

- Please state if Nascom TAPE Basic required 
ALL PROGRAMS SUPPLIED ON CASSETTE IN 
CUTS/ KANSAS CITY FORMAT. 



Please add S6p/ order P ft P + VAT @ 15% 
Large 115ft pi See for FULL CATALOGUE. 



PROGRAM POWER 
5, Wensley Road, 
Leeds LS7 2LX. 



ASTRO BIRDS 'oK ' * 6* 

yratJhit sl 

Incredid t; GAL AXIAN style 
program vvqri fantastic 
sound effect!? 1 Screaming 
missiles sA'Oopmg bird 
rnt-n UrdOuCtedly (he best 
yan •• .< -rici’X: ' £8.95 



LUNAR LANDER <5K‘ - 
graph lsi 

SuperO high res version 
Lung range scan, short 
ranye scan Limited lu-ei 
supplies Land the module 
with miniimum impact 

£8 96 



r 


1 


INVADER FORCE (&K* + 


8k graphics) 

4 invader types + 


mother 


ship Great sound 


effects 


Hugh score. 6 skill levels & 


increasing difficulty 


€B96 




J 



3D ASTEROIDS |5K* - 2K 

graphics) 

Steer through the rolling, 
hurtling aaceroids coming 
gut oi the black void Ex 
Ci-ting new graphical 



represer nation 



MODE 4 VDU ijh' +6K yrapm. u 
Replaces ATOM VOU giving 224 characters intf upper 
,ii -a i-j^ver case, inverted L.:hyr.v arid ripL-cul graphics 
MIX text With MODE 4 GRAPHICS' DESIGN your 
OWN characters! EB.95 



ACORN 

ATOM 



TERRITORY ^ AZTEC IjilL* ■ 2K graphics.' Z ur" 
arcade games £5 95 

DAMBUSTERS OK* + 2k yrl Realistic bombing raids, 
bouncing bombs, ack ack etc £4,95 

SPACE STORM " unrive :""J ir.* ' ; ■ . ■" ■ ' 

fit space debris £4.95 

ALIEN MAZE 15K* + 2K yr Escape the 30 

labrynth bufare the beasl eats you. ES.9S 



STAR TREK <SK* + FI Pt) 

An "all-out" war with the klin- 
gons i 8x 0 galaxy, long fir short 
range scans, pholcm tor- 
podeos, shied control, star- 
bases etc £5.95 



Super RACETRACK TRANG 

ifjK* + 6K gr) 

Outscandirirg simulation I 

Oesiqn your own racetrack and 
shtin race against the dock 
Steenno and acceleration con 
Pols Also tranG 'monster 
I £ H 95 I 



DEMON DUNGEON (5K"i 
Adventure game Find the 
treasure m the deplhs of the 
dungeons Beware the lurk 
trig demons whilst making 
Your escape £fi.96 



LABYRINTH, 'SLOT RACER 

15k* + 6k or ) 

Exceltent 3D graphics showing 
walls, turnings etc. Compass 
and ‘lit 20 rvHSj if in difficulty 
ALSO arcade Style 'dodgems' 
game fG 95 



EXTRA MEMORY - Low power chips 
is recommended by Acorn 2 x 2114L - £3.75 

WRITTEN ANY PROGRAMS ? WE PAY 20% ROYALTIES! 
f,t SP EC IAl OFFER — Deduct £1 per cassette 
when ordering 2 or mote " * ' 



Psoase add bbp. Order P Ef P 
+ VAT @ !&% 

Send See for FULL CATALOGUE 



PROGRAM POWER 

5. Wensley Hoad, t T , ;>T?;r i "T 

LwtfS LS7 2LX pSSpfl 

Tel (0532) 083 tBb 1 j 
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.'41-. SERIE 5 

74l&m 
744. Sfft 

74150? 
74LSKI 
741 Sirt 

ML5« 

74LSCS 

IftSW 

74L&M 

74L5SP 

74L.ST2 

74L513 
74LS14 
74L515 
.^LSW 
74LS 21 
HLWJ 
74I2&M 
74LS27 
ffll-SJi 
t^lSsq 
JM.SS7 
744.533 
74L537 
74.LS3B 
74.I&M1 
7AL&42 
74L547 
J4L&46 
T4L54B. 

74! 55-1 
T4LSS4. 
74L55S 
74LS73 
74L574 

HLST& 

7.4Li?S 

74lS7fl 

34L-SM 

74 : 5Hh 

744JSH 

741, 59C 

T*lSSt 

74L537 

74LSW 

'4Lym. 

?*i5^ 

74LSPF2 

741.5 5 53 

7ALS "'4 

74L5122 

HLS7J5 

74LS124 

7iL 5 1J5 

74L512*. 

74LS1J2 

ffliuSi.se 

74i-Sl3fl 

74JLS13U 

74L&14S 

74. 5!4fi 

744.51 &1 

74LSI53- 

I4LSI5E 

74-LH 1 M- 

34L5!57 

74LS'bS 

74L5 160 

74LSi6i 

74U5162 

7flluSi63 

TfltSlS* 

74tS1*S 

fflLSlM 

741. 5 1 73 

MLSUfl 

74L5175 
74LSfBf 
T41S 1 30 
7-LS^i 
74L5Sf2 
74LS7» 
JJLSlSl 
74 L 5 196 
74LS1* 
741,5 197 
fiLsaai 
74L5240 
7<L.SJ4 I 
74L.SZ47 
74LSM3 
TALS544 

7AL524D 

iflVSW 7 

fflCSTAB 

74(.S?49 

ffltSrtl 

74fc£?53 



g ItS® 
B ILfitt 
8HS$7 
nitle 
S72EA 
BTi»A 
eirftN 
&TT71 



CREDIT CARD ORDERS WELCOME (ACCESS AND VISAf 
24 HOUR TELEPHONE SERVICE 



MICROCOMPUTER COMPONENTS 

LOWEST PRICES — FASTEST DELIVERY 



cry ice 


micf 


CM* 




EHH 


495 


etop 


t J* 


6BC-2 


5.11 


0809 


11 H 


MM 


11 H 




6 59 


iS3 CM 


4.TO 


760* 0*1J 


4 12 


5UPPOHt CUTS 




65J0 


318 


5572 


4*5 


8833 


IH 


6B2 1 


1 74 


9MU 


*« 


sBflsefl! 


911 


6BSO 


1 7D 


602 


V*1 


6&71MT 


11.79 


6S751 


41* 


6SB0 1 07 

e*47 n» 


61212 


1 36 


a? is 


1 7* 


«9a 


24S 


B22B 


3 95 


•»i 


3*5 


B2U 


7 95 




3*5 


ev-s-isii 


]« 


AY-5- 101 3 


S 45 


Av-B- W76 




MC'flaS- 


D 54 


MQ-.4SS 


6.*4 


MC liflU 


B 94 


PMC 1441 2 


7 99 


SQ--S- 36131 


776 


HOI 2S13U 


3.7* 


CTC 


<66 


2B04 CTC 


4*0 


?80 DMA 


IT W 


2BCJA OW* 


9*9 


ISA QAHt 


7 11 


ufHHP 0AA7 


7 11 


a phj 


3 76 


J66A m 


i H 


260-SIO-d 


13 95 


J6f, SIO- ' 


U » 


7 HI SH>2 


13 99 


7HC-A SlO-C 


13 *5 


2H3A 510 - 1 


13 H 




13 >5 


1 aiu- u 
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VOITMACE ltd. 

DATABASE 



GAMES 
COMPUTER 



B E A S MODEL 
AVAILABLE 



OEVlCE 



DEVICt 



CH.V5.TA4S 
1 MK? 

1 8432 MHr 

2 4576 MM I 
■1 MM- 



■flL5257 
MLS25* 
■'4LS2*/il 
TflLSMI 
rflLSrt* 
74P.&273 
ffliSJ79 
■'4.!=-7H2 
.'•1 . S? ! H. 

Nlshb 

741 53B5 
74L3jflt 
74L5367 
JaLSMS 
T4L5172 
74LSS74 
T4L5375 
TflLS*77 

?4L P.'-tri, 
^4VS3lW 
7flu 5353 



OIL SOCKETS 
M pH FI 
I fl iufi 
Ifl pi*l 
IB ia<i 
» prA 

72 p*H1 
24 prn 
7H p n 
40 pHn 



CM4IH 4*00 

WOO 

400 ! 

400 J 
4001 i 
4007 
4O0LH 
4009 

4on 
4012 
40 1 3 
40 M 

«Lf, 

4iH6 
417' 7 
flC'-S 
flOi? 

flLvU 

4W1 

flOII 

4073 

4024 

4025 

40?6 

407..' 

407U 
a* Hi 
4033 
4435 
434L- 
*pm- 
4042 
4Q43 

4044 

4045 

4044 
4047 
4014 

4045 
4UM 

4051 

4052 

4053 

4054 
4005 
4060 
4M3 

4066 

4066 

4070 

4071 

4072 
4Q7.J 

4075 

4076 

4077 

flora 

Jl.Wi 

4092 

4i3«H 

4oae 
4063 
4502 
4H17 
4506 
45 ID 
451 i 
45 -■! 

4574 
45 ' 5 
4516 
451« 

4513 

4530 

4621 

453? 

4525 

4627 

4626 

4633 

4541 

4543 

4653 

4555 

4556 

4586 



H sfhilES 



P 

D.1Z 

P 1* 
P.14 
0 1* 
014 
0 15 
0 13 
0 14 
a i6 
4 16 
* IE 
0 13 
0 34 

0 13 

0 HI 
P 51 
P >4 
0 95 
P 16 
0.2* 
6 it 
0 2? 
0 20 
0 24 
466 
<1 70 
a to 
0 »o 
0 00 
o -!5 
0 34 
0 44 
P 25 
0.25 

p r> 



MORE THAN X 
300 GAME ' 

VARIATIONS INCLUDING 
SPACE 11 WARFARE ■ SPORTS 
EDUCATIONAL * BRAIN TEASERS 



MADE IN ENGLAND BY 
VOITMACE LTD 
PARK DRIVE. BALDOCK, HERTS 



04T*'C'P«VEH1Efl5 

7M425C 3 56 

2^42® 1» 

rH4J7l 6 21 

2H43W IT* 

2N42« 

JNA32 »« 

mtn 22 5* 

7N44D St E3 

iW50C 3*1 

U'Jli. CHlie'lH- H liuijfc 1 K 

OnEi Cui1v*hHh K>t 36 H 



CircUNo. 112 



0 7E 



P-*6 
0 26 
6 34 
1 37 
0 75 
CM 
0 34 
01$ 
0.39 
(31 
P 34 
D 36 
□ .14 
D 39 

0 3* 
0 Tt 
6 47 
699 
0 14 
9 N> 

0 54 
on 

1 30 

os$ 

0 55 
«0« 
0 59 
0.34 
0 39 
D 56 
0 67 



? - i4L 20Qni 
lLV* puwU 

^1141. 300 nt 
. . w pavre i 
*%'• Aaltfl «ricl 
3 run 4&Dr’! 



WW. II 



^ commodore 



1 19 



116 

249 

2 37 
5 SO 
$]l 
5 43 
514 
1 15 
1 « 
0 BO 
0 73 

3 90 
3 23 

10W 
9 35 
12 06 
It 06 



27 ! E fljHJrii 
ll|rtf|l*5w| 
7M? 4MXH, 



773: 4 5Hr>» 



*' 16 2UH>1i 



4116 20Cn> 



91 Ifl JMni 
2k 5 

82*4 *»H4 

64i + 



HfGLAATOfiS 

7*05 

1612 

79K 

f»12 



t A 'J t 



COMPUTCR CENTRE LTD 

With the best microcomputers available 



OFFICIAL ORDERS WELCOME — QUANTITY DISCOUNTS AVAILABLE" 



MIDWICH COMPUTER 
COMPANY LIMITED; 

Dect CVG'l, Hiwkn Way* * , 
NorthsaU Sn«f1 Bunt St. Edmund*. 
Suffolk tP3j tHQ 
Tel: E02S4I 741B1 



Ail prices BKeludi Poet end PecAIrn 
IMp w« order* under ElOf *4td VAf 
order* deepvtched on dev at receip 
with lull refund lor out of e«K* 



GAMES FOR APPLE 

Missile Defence 
High Res Soccer 
Alien Typhoon Etc. 

NEW! ADULTS ONLY. 
SOFT PORN ADVENTURE 

new w* lanlel El TO OO + VAT. 



TWICKENHAM "■ 
COMPUTER 
CENTRE LIMITED 

72, Heath Road Twickenham Middles®* TW1 4BW 



7896 
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All consoles when connected to a standard UK colour for 
black and white! TV set can generate the most amazing 
graphics you've ever seen. 



BWMDMor ATARI (£ 



The World - beating 

ATARI PERSONAL 
COMPUTERS 

3 consoles available 

Atari 400 with 16K RAM (AF36P) £345 

Atari 400 with 32K RAM (A F37S) £395 
Atari 800 With 16K RAM (AF02C) £645 

[«Kp#nd(blt 10 4BK| 



a am 






Atan 400 Console 



Look at what you get: 

* Background colour, plotting colour, tern 
colour and border colour settable to any 
one of 16 colours with B levels of 
illuminance! 

* Video display has upper and lower case 
characters with true descenders, double 
and quad size lejet and inverse video 

* 5? Key keyboard Houch type on Atari 4001 
and four function keys. 

* Full screen editing and lour way cursor 
control. 

* 25 keystroke graphics a net ptottabte pearls 
up to 320 1 192 U6D x 96 only with BK 
RAM). 

* 40 character by 24 line display 

* Extended graphics control and high speed 
action using a DMA chip with us own 
character set. 

* Player missile graphics. 

* Four programmable sound generators ran 
be played individually or together and each 
has 1705 possible sounds playable at any 
one ol eight volume sellings, lor game 
sounds or music. 

* Full software control of pitch, timbre and 
duration of notes in 4 octave range 

* Four joystick or paddle ports sounds 
output to TV. 

* BASIC cartridge and 10K ROM operating 
system and lull documentation. 



mopun 

Maplin Electronic Supplies Ltd 
P.Q. 0ox3, Rayleigh. Essex 
Tel: Southend 10702} 552911 554155 



MORE HARDWARE 

Atar 4 1 0 Cassette flee order i AF20F1 £50 


Atari BID Disk Drive IAFD 6 GI 


£345 


Atari 022 4b column Thermal 
Porter lARXB 


£266 


Alan 050 Interface iAF29Gl 


EU& 


Joystidi Controllers 'AG3?Si 


£1395 


Paddle Coni rollers 1 AC29GI 


£13.95 


16k RAM Memory Module 1AF0BJ1 


£65 


MUCH MORE FOR ATARI COMING SOON 



SOFTWARE |j 

Luts h ml lots ml jmajirp software Foe 
Alan available NOW 

* Word Processor * VtSl CALC 

* ADVENTURE GAMES * Arcade Gama || 

* Tre* Games * ASSEMBLER Et 
DISASSEMBLER # FORTH Hr Teaching §| 

* 30 GRAPHICS * Character 5ei 

Generator 

SENDS AE NOW fQR OUR LEAFLET 
LMGi 

'- = = - 



LE STICK 

For Alan Cornpuier or Video Game 
Replace*; standarfl joystick but muc h 
easier to use I mem^l motion detectors, 
seme hand movements. Large pushbutton 
on too of Suck Squeal Slick to Iree^e 
moliDn A MUST to SPACE INVADERS 
STAR HAIDERS b ASTEROIDS 
QNLV £34.95 IAC45Y1 



Note Order endes shewn i r> brjtke. v is. 
Prices ft nr. until 14 th November, 1981 
and include VAT and Post^M* 1 and Pji kmu 
lE rrors excluded) 



Atari 800 Console 



SPECIAL PACKAGE OFFER 

0»sk based system lor £725 with ieSuck 

The Atari 400 Console 

Special 32K RAM Module 

Alan BID Disk Drive 

Disk Operating System 

Dncumenlatiqn 

Interconnecting Leads 

E vetyfhmg in 'loo* at whet you get 1 list 

Can any other computer on me mtrkei 
□Her a< this al anything lifce this poce 1 



V£RSAWRITER 

UVs t Bin drawirug board Drawing on 
board is reproduced on TV via Alan with 
3?K RAM and Disk Drive Closed areas 
may tK tilled in with erne ol 3 colours Ted 
may be atWed m any on* of 4 fonts Paini 
brush mode: select sue ot brush end psnl 
away Air brush mode shade -n your 
drawmg - colour and density is up to you 
Pius many more features. Sa e tor mice 
and further details 
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AflTllDma 



14 Pittville Street, Cheltenham, Glos. (0242) 584343. 



NOW AVAILABLE TO HON- MEMBEES TANGERINE USEES GROUP SOFTWARE LIB HART 



M/C K'P.G.S C A superb ve rs;on of th U pop ul4f 4?C*d« gin n FVLLgrajfciqe. ?K. action putted. SPACE O'iTFICL FULLLEFTtf 

FLIGHT SrOTATSON VARIABLE MAK0EUVH1NG SPEEDS TWO LEVELS UF PLAY HIGH SCORE INDICATOR Alt JO 



isimu unil: M. C K/B G C ImiiginBy&uWlfsfi Lhacockpllaf NASA’s Spict ShuttJt and this 7K FULL graphic game will knap you going : ,-r,v jrs 

This 3E one of the beat landing simulators' wa vs seer, tiuo 

DI7I BO MlEl : M C. K/ P. G, C. ATiGiher CLASSIC esam pie of w h a: PULL gr aphicfl can of ter ( 7K } Ba ajuinp -Jtt pilot And blast thMf laser a ilea if you ca.n 

ftrt r ii h . in night Radar guidad unL-lasar missiles High love! of difficulty All. lie 

spa ci revision; v. c K 'P G 5 c. ¥hu dent nead to be told about thifl bps. run, graphJwaadwLUid Caound control Luvailabie from T«(tnn! 

Computers Ltd) This 2K program is a must in any libra^ da 00 

SPACX EIGHTS l. &LC & & G C This game is in TULL graphics and ratlin™ a simple JOYSTICK or PUSHBUTTON CONTROL JuEt fe J , your sights on the 
it a ratidic.g alien and blast him (Connection diagram supplied 1 &K, Afl DO 

sculbbU : 3 K. 3 C You're gcufig to need a dictionary with this one Some of the "Idast games are well proven for family a ntertiaj rutn snt 

Two opposing warns battle it out while Eric keeps. watch. TUG -ON OFF- ON. A*.Ofl 

ravounoi: M C K.-'P G Our version oT Breakout for eihgle bnatdl or expanded systems. [deal family game Luting *4 CO Cassette *• gc 

HI: t M/C _K,T. K '5 G Our version of the famous mate hell sit game Cassette Ai.GO 

XAITITI; B Kr 3 C. h comprehensive tutor using the computer as toacban Ei£ht routines including dato storage of excerafett * 10 . go 

ROME nieJfCl 1 M C jfrS C; This is a comprehensive home accounts package incorporating user defined facilities for Idea toAut. Bydgetmg facility 

Automatic proceaaing of standing orders Cheque numbering control BuUt'in prelection against errors Security pfotectod. data TTui 
program caioui^tes and hies the monthly balances for ELEVEN accounts, ten of which are user defined This package cnmts compete 
with a comprthohslve manual and sample program Built in modular form for later additions Ai? OP 

HckU M/C K/P This pack l£ an ideal little pack for the single board fans Non graphic Two gamee. Mcto- cross and Re Action Hangman i with 

user defined Library of w*Ms). listing £5 .DO. Cassette Afl ao 

fici 1 ; M/C. K/P MAJE^DRAW For s.ngle board users Watch the stupid Tanbug find hie way nut of a near defined m ate 

DRAW around the screen - patterns or designs Listing £4 00 Cassette AG-OD 

p tc fc |j M 'C K. R C Two utility programs for the expand&d systems TANSCR1BE is a simple text editor. BASIC TRACE monitors the Operation 

of Basic progs , slowing them down and printing: the line numbers as.qo 

Ptck + ; y C Ft; B C Non graphic these two Chase the Allens round the screen. A very simple and good fun program 

Add ;o that Two s Compliment, which is a real brain teauf logic puzzle. LK Ai.oo 

B 3A51C M C MACHINE CC-DB. K/P KEYPAD. K. Si * KEYBOARD G * GRAPHICS S SOUND C - CASSETTE L “ LISTING 

For more detafle of these programs, give us 4 TUG RING' sometime We pay top Brace, for top Cia&B, programs 

Byron Progriminer: Designed f&rthe Microtan System, this kit contains powerful eoftware for Automatic Programming Kit ££1 CM Send S A J fcr details 

Now (nallablt: TXJG'b own ConliibutiOo la I be Mjciolan System Higb DeiiuJllon Graphics Board |256 k ISB|, Ptognimimiblt Gfaphle Modult 
£16-00 * VAT. Hmri* Audi Chandti S*1 In Eprom tor K.G M- CfSikPtP Loci. 

Prlcii quoted ire far Han-Memberi; Hsmbert must deduct B9%. Bead &.A.B. for Hainberiliip dstaiii Or|ive na a ’TUO-flAHD -Rf MG'. 

TAHGEHINE USEES GROUP LTD, 

IS, Iddealeigh Road, Charmlnster, Bournemouth, Dorset. QH 3 7 JR. ( 0202 ) £94393 - 



THE COMPUTER SHACK 



COME TO THE COTSWOLD S OWN COMPUTER CENTRE FOR 

VIC 20 AND ACORN ATOM 

COMMODORE these P°P uJ 3 r and highly successful computers now in 

stock at our superb new shop in the heart of the Cotswolds. 

_jfi COME AND TRY — 

BEFORE YOU BUY 



Our staff will be pleased to demonstrate these and many 
other computers for you, 

* im BOOK TITLES IN STOCK 

* AGENJS FOR: COMMODORE, ACORN, SHARP AND VIDEO 
GENIE 

* STOCKIST: EPSON, CUMANA, SEIKGSHA, TANDY" 



Ato 



* 6 MONTHS INTEREST FREE CREDIT ON PURCHASES OVER £100, 
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“Microcomputer Printout is the most 
imaginative journal in the industry”- 

Chuck Peddle, Inventor of the PET 



Microcomputer Printout has 
always been No. 1 with PEI 
users. Now there is special 
coverage of Apple, Sinclair, 
and other popu- 
lar systems, all 
written in 

straightforward 
English. It is 
quite unlike any 
computer maga- 
zine you’ve read 
before. Which is 
why we are 
regularly quoted 
in the national 
press. Three re- 
cent examples: 
our report on 
how a micro- 
computer could 
have aided the 
Ripper investigation; then 
there was the time we used 
the VisiCalc program to pre- 
dict the whereabouts of Lord 



Lucan ( Mozambique as it 
emerged); and most recently, 
our investigation into how 
much the Government com- 
puters know 
about you, the 
citizen (rather 
too much as it 
turned out >. 

During the past 
year, Micro- 
Computer Prin f- 
out has pub- 
lished major 
state-of-the-art 
reports on such 
key topics as 
communications 
printers, multi- 
user systems, 
CP/M and com- 
puter books, 
plus dozens of programming 
articles, news analysis and 
the best gossip column in the 
business. Can you afford not 




to subscribe? 



To: Microcomputer Printout, Magsub Ltd., Stuart House, Perry mount Road, 
Haywards Heath RHG16 3DH 

Please enter my subscription for 12 issues starling with issue 

[ ] UKE11.40 [ ] Bra £IR1 5-60 [ ] Europe £17.40 [ ] USA Airspeed $29 [ JFtestof World £16.50 
\ enclose cheque [ ] Please send me a sample issue for £1 [ ] 




PRINTOUT 

A PLAIN MAN'S GUIDE M 



Tnif Hjlftirtf :Wi r-T crfTa rBpLfldra 
Ft m .Kf.IJVP.d- Jklri P 1 L'T 
Tf. ii- Jji'jLL'fl (filter Atian 
Compote! EwpimF+A 

6SQ? Afttnwblfr iltt Iluy Mfjy 
PLT F: ifbi-rfKl £t ! JvrJ 

Hill Hr AJ. Cwiup J’j-DyMltiJHJfiH' 




\x - 

[ \ 

INSTANT INTRO " 1S BlG JS5 SI?itfp 

TO COMPUTING WRTC mNGTO^ 

CITIZEN’S BAND 

COMPUTING DO YOU NEED DISK? 



95p 



BarclaycardA/isa-'Access/Etirocard orders accepted by telephone on 0635-201 131 

Name „ .... ....... 



Address: 



cvGim 



Postcode 
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Manual* 



DtJIW MXUlia Book's. 

Diskettes — ribbons Paper 
chips [2114 *2 TKI E4 pair. 

RS232to Cen ironies interfaces £40 etc. etc 
A variety of second hand computer j 
equipment usually available, 
spares, repairs end service 



The most compact 80 column impact 
graphic dot printer available - 
at a very compact price 



by seikosha 

Graphics, Normal and jp 

Double Width Characters 

can be printed an the 

same line. Pine Feed ]HP » 

Tractor ns equipped as 
standard. 

Two Line Feed _ 

Commands il 6 and 

' C-n P ,. n Pol...," .%■ i r h 

two copies 

Continuous Se!t-lnk«ng Ribbon for easy handing 
Centronics type Parallel Interface standard __ 
Wide Range of Optional Interface Boards 
Self-Test Pr ogramme siand-ard . 



SUPERBRAIN 

SupwQ' friVa CF V ofrtiraEi n-g lyfiem 
bOMU #n Qv«rwhalFni.nf] amOunii of 
ivAritbl* fnttwarfl in BASIC. FOR 
TRAN. COBOL, and APL. WhtfCftvcr 
you' *0p*iCJlion G*rwral Ladgw 
Account R(K#ivibi«. Payroll. lfiv#n 
Fury Of Word PriK**ainfli. Supafflrarn 
it lops m I C* :'I*4J 

320K £1850 700K 0400 



iCUlab Highest performance * lowest price 



COMMODORE 


COMPUTERS 


PET8K 


£415 


PET 16K 


£525 


PET 32K 


£650 


PET 8032 


£895 


DISK DRIVES 


4040 


£695 


PRINTERS 




EPSON Txaos (me. 


l/F h 


1 cable) 


£299 


EPSON MX80T 


£395 


ANADEX DP&Q00 


£436 


ANADEX DP9500 


£895 


ANADEX DP9501 


£995 


| VIDEO MONITORS 


T0 J ' 8 LACK £f WHITE 


£85 


10" GREEN SCREEN 


£95 



Floppy Tape 
The tape that behaves 
like a disk. 

Connects directly IQ TfiS-SQ 
levtH 2 keyboard. Operating and 
file handling software in ROM 
9 commands add 12 powerful 
functions to level 2 BASIC. Mo 
buttons, switches or volume 
controls, full control of all 
functions from keyboard or 
pr og ram . Ma i nta ins di rectory wi t h 
up to 32 files on each tape. 

for ail TRS 80 
& Video Genie owners 



*4SK 1 8080 A I 

* 1 6 Colou rs or shades of Gr ey 
'Multiple High Resolution Graphics 
Modes <64 x 71129 x 159. 255 k 335* 
"Character mode (60 x 24 1 
"Spin Screen Modes 



Wk Jft V Personal 
MM^LK Computer 



tk H . All ifi * J£A Th1 ' Pjpw T ^ 1 ' 463 wl * ,Uind * ,rt 

m <tu6T I !c6l TlOU 

Mi 15 nnly ivailah'r- fin un.1i CEnli'^j "iurh mura 

Fr^k.ifl^ 'ih p .1 ypncintlv rirwHnpiril nine wire- ttfum'i r»’ id wr.., h ..viyUpy «tir 1 dI| 

□I each flunks LlwaCFe- •*.!+. mV nn? pau» of Ifi* prirMwafl g.vinq a dmw high qudli!y pi.r.r 
invaq* ^.rhngi r@flur.1P1g Ehr um!s lfiO e p s pniil ijw'd 

ir also ottnrT -i r- rliir unnjl i.y> • ., ■•1 ng , I- .irf i , nh c* j>,.nr .-.j.hp -,i , hjrs •.». 

I5.I.CS a."<S wMte r*»ge al ph»»1 vi'-UH-' Iv lnMurws lueh m •"«*'!. or p'anurVyul spaurig iu.143 

ma-iic lustifitalioo programmable' har.#or.r*i mu veineai tais&ing ir.d tin* pwtboninQ ror 

prQHHWng M®liraliann 

D..«.Ti« An ecA £695 * VA ' 



"Full ASCII Upper Ft Lr>wei 
Character Set 

"Unique graphical Sound 
Commands for Smooth Music, 
random frequencies & 
enveloped sound 1 

’"5232 I, F n PAP 
a( only JL W U W 
+ VAT 



£165 



TRS80 

version: 



Video f** wa 

Genie : M / U 



Paper Tiger 560 



Please add £10 Securicor 
delivery charge to all 
computers etc. 

Plus 15% VAT on all prices. 



The Paper Tiger 560 .a lhe F"-»l punier wh;r I- bnrigi-. !►:* ijdp berwMn ■ enveniEpna 
.and daily *h&d' fytjei.>tlerin.,-j r v &.>nring ;-,r g, i ,.-a I , r .|y :n«* c*- . r 

Full -gyiril^ 13? Iffllurt - prirm'^J ar 160 i ss *•■ 3 ..n.ii-j^" n.nF. win ll»gg»rnn pnnl 'M.afl hi 
chilicliOAal pnpunij An intKi:'l lr^rlor Inr^i Anri a tnal l>P anl^cPieila kaiurn ml IE ,i>|i,iri from 
ordinary nulriK pnnlers 

Plus (or ey«n wrs#rrtHy a iu« dpi pioi ^msahici 

FikiIiTV il impplitfiJ wfiir.h inr.l.jflrs .1 7 ‘- 

tW(.ffPT 



micraStyft! 

29 B&lvedere, Lansdown Hoad , JSatfiy BAI ISP 
Telephone: ( 0225 ) 334859 . After Hours: ( 0781 ) 33283 



Video Genie 



EG3000 Series 



WITH 'le-X. ulti RAMpiu* nKlpiiriBil 1?K Mi, .usil'l BASIC in ROM 'Fully TRS-to LCvet II SGH 
*sr.j cornfMiiitsie *Hugw raflfl* of sohwir* already ayiilaPie *5«H cpfitinrwl. P3U. UHF 

modi,i!jilDr . and taiicPe 'Simply pluge. injp 
video mOniEOr Pr UHF TV 'Full 5ip^insinn lo 
\ Ouki , and printer ‘ Abffolij1@ly rrjmtktalB 

\ mains py,, g 
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The Second Generation 
Personal Computer 



Acorn Atom 



Simple to bui-ld, simple to operate. 
A powerful, full factiity computer 
with all the fea lutes you would 
expect. 

Just connect the assembled com 
puter to any domestic TV and 
pnwet source and you are Teady 
to begin. 

Full sized QWERTY keyboard 
6502 Microprocessor Rugged 
injection -moulded case 2K RAM 
8K H Y P E R R 0 M 23 in tegrated 
circuits and sockets Audio 



Unique in concept — 
the home computer 
that grows as you do! 
Special feature! include 
*FULL SIZEDKEYBOARD 
-ASSEMBLER 
r * te AND BASIC 
H J tej # TO p QUALITY 

MOULDED CASE 
:om -HIGH RESOLUTION 
a"d COLOUR GRAPHICS 



cassette interface LMHF TV out 
put Full assembly instructions 













TAPING THAT 
SINCLAIR PROBLEM 



Dear Sir, 

Sinclair claims that the ZX81 
will accept a tape input from any 
cassette recorder with either a 4 
ohm or 8 ohm output. This may 
be true but for some reason I 
have found it impossible to 
reload my own programs once 
they have been recorded. Why is 
this? 

Puzzled, 

London N7, 

Our resident expert replies: 

Most portable tape machines 
these days have two sets of 
inputs and outputs. One set will 
be a 5-pin DIN standard socket. 
This may be used to record from 
the ZX81 but cannot be used to 
reload. The other set will be a 
pair of 3,5 millimetre jack sock- 
ets. One will be for the micro- 
phone and marked “MIC" and the 
other will, hopefully, be the 4 
ohm or 8 ohm output. This should 
be used to load programs. 

To begin with I had trouble 
loading programs into the com- 
puter once I had recorded them. 
For some reason I was using the 
same side of the jack-to-jack 
plug lead supplied for reloading. 
Only when I swapped them over 
to the other lead did I realise that 
one side was an open circuit, so 
check both before throwing your 




THIS is a page of opportunity Well 
sited in the magazine with plenty of 
room for expansion and soon to 
have lots of exciting places for 
screen-tired eyes to visit 
With a little building up the 
views should be good as well 
If you have a homeless letter 
bubbling up inside you or even a 
whole family of correspondence 
looking for a nice area to settle. 
Why not send them along to us at 
Mailbag and welt do our hest to 
find a good home for them. 

Problems, comments, ideas and 
even criticism can find a place 
here. If you are interested please 
drop a fine to: the editor. Computer 
& Video Games, EMAP, Durrani 
House, 6 Herbal Hilt, London EC1R 
5J0. 

Well you didn't have much 
chance to write to us before this 
first issue so we put together some 
letters of our own, by asking the 
North London Computer Club for 
two ol the problems they have been 
faced with and then providing 
answers to them. It was all a bit 
too easy so we hope you'll test us 

some more in the future, j 

cassette machine out at the win- 
dow! 

Sinclair suggest that if you 
cannot get the program to enter 
you should vary the volume level 
until the ZX81 accepts the signal, 
Once you have pressed LOAD 
and RETURN the computer will 
wait forever or until it gets a 




signal it recognises so you do not 
have to hurry if you have a long 
enough program on the tape. 

If you are able to load a prog- 
ram but find it corrupted try turn- 
ing the volume level down as 
this may be distorting the signal. 
Also check the state of the bat* 
teries. if you are using them, or, 
preferably, use a mains adaptor 
if you can. 



INFURIATING 
KIT CLANGER 



Dear Sir, 

One of the most infuriating 
mistakes I have seen with kit 
building is incorrect component 
insertion. 

Not only are components in the 
wrong places but they are also 
put in the wrong way round,. 
While excuses can be made lor 
components with unrecognis- 
able markings e.g, capacitors, 
diodes or transistors, they can- 
not be made for chips especially 
when boards are marked with 
the layout. 

Angry. 

North London. 

Our kit correspondent replies: 

I too have found a problem with 
chip identification recently 
which has made me look again 
at the subject. Most good kits or 
self-assembly boards are sup- 
plied with a good diagram indi- 
cating the correct position of 
each chip. Some, however, do 
not and just specify the end or 
corner with the "dot" that corres- 
ponds to pin 1. This, in some 
cases, is not enough. 

Most chips are configured as 
shown below. This shows a cut- 
out, A, a recessed hole, B, and 
the “dot", C. Pin I is clearly indi- 
cated by the “dot", C. In figure 2, 
however, C is omitted and the 
recessed hole, B r could be mis- 
taken for the “dot". 






BO 



)A 



BO 



The safest method 1 have 
found is to combine A and C to 
indicate the top oi the chip and 
depend on either if the other is 
missing. Pin 1 is then always to 
the left if the chip is pin down on 
the table and the cutout. A, 
and 1 or the “dot , C, are away 
from you. 
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KNOW YOUR CREATURES/1 



Name 

Address 



I THINK SPACE INVADERS PROVED $0 POPULAR BECAUSE: 



For details of Computer & Video Games competition rules see page 20. 



win a taito 

SPACE INVADERS 

OF YOUR OWN 



Imagine having a Taito space 
invaders machine of your very 
own. It could be the centrepiece 
of your living room or plugged 
into your bedroom. 

That is the marvellous prize 
which Taito has kindly put up lor 
the winners of the Know your 
Creatures Competition. 

The arcade game industry rec- 
ognises space invaders as a one- 
off success and it is convinced 
there will never be another game 
like it. The way it caught peo- 
ple's imaginations make it a 
classic of its kind, A success that 
no amount of new machines will 
ever repeat. If you win this prize 
you will have more than just an 



Do you know a space invader 
from a galaxian? Or can you tell 
an Asteroid spacecraft from a 
Phoenix one? 

If so then you could find your- 
self owning a Taito space invad- 
ers machine. Anyone who knows 
his pub and arcade game 
machine characters will be in 
with a chance of showing off a 
space invaders table to visiting 
friends. 

If you can put a name to the 
three creatures shown below 
then you will be well on your 
way to having that prize in your 
living room. 

All you have to do is write 
beside each picture below what 
machine that particular creature 
features in. For example if you 



enthralling game in your living 
room but a slice of the world's 
leisure history. 

Do you remember that first 
game of space invaders? It was 
probably back in 1979 when Bri- 
tain first went space invaders 
crazy. I can recall struggling 
with the tactics of this bizarre 
game in a South London pub. 

Without any idea of whether it 



think the first creature comes 
from a Puckman or Mazenian 
machine, then write either word 
beside him — we will know what 
you mean. 

Then answer the question 
below in not more than 2S words 
and cut out this section of the 
magazine but do not post it yet. 

Hang on to itl For in our 
December and January issues 
there will be another three 
graphics characters and then 
another three. When you think 
you have all nine then send the 
three sections back to us. 

This gives you time to hunt 
around your local arcade if there 
is a creature you are not sure of 
and make certain of the right 
answer. The first correct answer 
picked out of the hat will have 
that space invaders table. 



was worth shooting the flying 
saucers that soared across the 
top of the screen or whether I 
should go for the space invaders 
on the edge, or that bottom row I 
was wiped out long before the 
first wall even looked like being 
cleared. 

Feeling certain l could 
improve on my meagre score I 
was already reaching for that 
next lOp before I noticed that a 
good number of coins had 
already accumulated on top of 
the machine and that half the 
pub was lined up behind me 
waiting to have a go. 

It is a measure of just how 
addictive space invaders is that I 
scoured the pubs for another 
machine lor weeks. 

My dream then was to have a 
space invaders machine of my 
very own. so that I didn't have to 
wait for a free machine in pubs 
or keep travelling up to the bar 
for my change. 

Now for one lucky reader, 
Taito — the name behind the 
original space invaders craze — 
will make that dream come true. 

With such an opportunity, you 
could soon be rivalling the top 
scores of the video game world 
champions. 

For details of the Know Your 
Creature Competition, see 

below. 




THE LATEST, AND INDEED THE GREATEST 
OF THE KANSAS ARCADE SERIES ^ 

ARCADE SCRAMBLE ' 



Don't waste your time playing the simple starts to the Big Five games — get straight into the heavy action 
with this brand-new multi-action, home grown 'Arcade' game. 

Yes, it s the famous one of the Arcades, and the first time it's ever been achieved on a computer 
Not that easy though, for without warning suddenly there's a squadron of enemy fighters heading straight at 
you hell bent on your destruction. Then comes the ack-ack flung at you fFom the ground batteries to add to 
your difficulties, and there's the cluster of blimps to make things even more difficult, 

But the real nasties are the rockets, which the enemy blast at you, without warning, from the ground 
installations. 

Even if you manage to out-shoot, out-fight, out-manoeuvre that little lot you still have the mountains to 
negotiate which is a problem with the fighters streaming through the only available space. 

But with this really unbelievable game, you have no less than six different controls at your fingertips, being 
able to move your bomber forward, backward, up and down, whilst at the same time both firing your guns at 
the enemy and bombing the installations. 

And not only do you have infinite control over the bomber, but the ground and enemy installations 
continuously unfold below, with valleys and mountains actually moving across the screen, giving an hitherto 
undreamed of realism. 

The installations include rocket launch pads, ack-ack batteries, forts, munition dumps and fuel dumps. You 
do your damnedest to destroy these as they unfold below, so building up your score. 

The famed Mike Chalk who created Arcade Invaders and U-Boat Strike, has teamed up with Chris Smyth to 
create this fantastic machine language Arcade game. 

There is so much happening it really is unbelievable with sound adding to the realism of this ultra fast 
moving game. £9. SO 

_ Programs are for the Tandy IRS SO and Video Genie. All prices are VAT paid and postage free Same 

^ day return first class post service. All software fully guaranteed end in stock as we are the actual 

SB SB publishers, not the retailers. Free catalogue upon request. 



0246 8S0357 KANSAS CITY SYSTEMS, UNIT 3, SUTTON SPRING WOOD. CHESTERFIELD S44 5XF. 



★ LCD alpha/rtumenc (dot mai- 
riK> scrolling display 186 
lypesf 

★ Variable inpul capacity from 
32 functional program steps 
with 88 independent 
memories, to 51 2 steps with 
22 memories 

★ Memory and program-reten- 
tion when switched off. 

★ Up to 10 pairs unconditional 
jumps IG01Q). Manual jump 

★ Conditional lumps and count 
lumps. Indirect addressing 

★ Up to 9 subroutines Nesting 
possible up to 9 levels 

★ 50 built-in scientific func- 
tions, all usable in programs. 

★ PAM (perfect Afgebrftic 
Method) with 33 brackets a I 
1 1 levels 

★ Ultra high speed calcu- 
lations. 

★ Program storage on cassette 
tape using optional FA-1. 

★ Compatible with FX-5Q1/2P 

★ 2 lithium batteries Appro*. 660 hours continuous use. 

★ Battery saving Auto Power Off 

★ Only 9.6 * 71 * 141.2mm. I00g 



CASIO FX-7Q2P 

(H R.P. El 34.951 

ONLY £119 95 

Availably September 

LCD scrolling display of alpha/numerie Idot matrix) characters 
Input can be varied from 1680 program steps with 26 indepen- 
dent memories to 80 program steps with 226 memories (All 
retained when switched off). Up to 10 programs can be stored 
1P0 to P3j. Subroutine: Nested up to 10 levels FQH-NEXT loop- 
ing Nested up to 8 levels. Straightforward program debugging 
by tracing. Editing by moving cursor 55 built-in scientific and 
statistical functions, can be incorporated in programs. 
Program,' data storage on cassette tape via optional FA-2 lavail- 
able soon) Optional FP-10 mini printer and plgq-in HUM modules 
available soon, Two lithium batteries tpve appro*. 200 
hipurs continuous operation, with battery saving Auto Power OH 
after appro*. 6 minutes non-use. Dimensions: 17 * 165* 82mm 
< s /a * 6 Vxx 3 V* " ) . Weig hi 1 80g ( 6 3cz f . 



CASIO FX602P 

(R R.P £84.95) 

ONLY £74.95 



Price* include 1 VAT andP 81 P Send your com pa^y order, cheque. p o nn c-hone 
VQU t ACCESS OI BAWCLAVCAfiD number 

DCUVFflV NOFI VIALLY BY RFTUflM POST 



LEADING CASIO DISTRIBUTORS m 

DEPT. CVG 

164/167 EAST ROAD, CAMBRIDGE, CR1 1DB 
TEL: 0223 312866 



Circle ffo. J19 
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TAKE ON THE 

womfl — 



If you are blasting more galax- 
ians per lOp than anyone else 
down your local . „ . isn't it about 
time you displayed this talent to 
the world? 

Whatever your favourite 
machine, send us in your best 
score and you could find yourself 
hailed as the Best Arcade Game 
Player in the World. 

In conjunction with Tailo Elec- 
tronics we are trying to find the 
best gala* i an- blaster, puckman 
muncher, asteroid annihilator or 
invader halter going — and give 
him the acclaim he is due. 

The competition is very easy to 
enter, simply turn to the reader 
reply card between pages 82 and 
83 and fill it in. You will find a 
section of questions on arcade 
games which will give us a bet- 
ter idea of what you want from 
arcade games and we, in turn, 
can help manufacturers we come 
in contact with, to provide those 
sort oi games. 

Next fill in the machine you 
wish to enter on and take the 
card down to your local pub or 
arcade. Put the best score you 
can on the machine, ask the pub 
or arcade owner to sign if and 
send if off to us. 

Should you find yourself pro- 
ducing a disappointing score 
simply try again. 

If, after you have sent the card 
oft, you turn in an even better 
score, don't kick yourself but just 
buy the next issue of Computer fir 
Video Games and there will be 
another entry form in there. 

The highest scores on the 10 
most popular machines will 
appear in our Arcade Action sec- 
tion to give the rest of the arcade 
world something to aim at. 

And the three top scorers on 
the three most popular machines 
we hear from by 1 January will 
be invited to take part In our 
Grand Arcade Game Final. So 
don't hide that expensively- 
obtained talent under a bushel 
— tell the world about it, 



against one side of two others. 
See the photograph above 

And the four places where 
these cards meet must all match 
up. That sounds easy enough 
until you actually start work on 
the puzzle and find that never 
more than three sides seem to 
match. This is where your mic- 
rocomputer comes in 

If you can write a program on 
whatever sort of machine you 
own — or just ordinary Basic — 
and send it in to us before 13 
December then you'll be in with 
a chance of winning a Commo- 
dore VIC-20 colour computer. 

We have three to give away to 
tne best programs that come in 
before that date. 

We have a program to solve 
the puzzle which will be printed 
in our January issue. But for the 
very frustrated we will be show- 
ing a solved puzzle next month. 

A panel of three judges will 
sifl through the programs you 
send in and if yours is one of the 
best then a VIC-20 computer will 
be on its way to you. 

Warning: Trying to do this puzzle 
without a computer using the old 
fashioned trial and error method 
could result in hours of frustra- 
tion. 



Can you solve the tantalizing 
puzzle attached to our front 
cover? 

There is a solution (you may 
begin to doubt this after the first 
three hours), but only one. 

The aim of the puzzle is to set 
out the four cards in a close 
approximation of a square so 
that two sides of each card lie 



COMPUTER & VIDEO GAMES' many 
free competitions are open to any- 
one except EMAP employees and 
their relatives. 

Entries to our Mind Routines, 
Never a Crossword, Know Your 
Creature, Free Puzzle Program, 
Game of the Year and Arcade 
Player of the World competitions, 
should be sent to: COMPUTER & 
VIDEO GAMES, Ourrant House, A 
Herbal Hill, London EC1R 5JB. 
Judges' decisions are final and no 
correspondence can be entered into 

Send entries to Mind Routines 
art a postcard and in all cases 
please include a name, address 
and, where possible, a phone 
number — so we can let you know 
should you have won. 
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Make the most of your 
Sinclair ZX Computer... 

Sinclair ZX 
software 
on cassette. 

£ 3 .— per cassette. 



The unprecedented popularity of 
The ZX Series of Sinclair Personal 
Computers has generated a large 
volume of programs written by users. 

Sinclair has undertaken to 
publish the most elegant of these 
on pre-recorded cassettes. Each 
program is carefully vetted for 
interest and quality, and then 
grouped with other programs to 
form a single-subject cassette. 

Each cassette costs £3.95 
including VAT and p&p ■ and comes 
complete with full instructions. 

Although primarily designed 
for the Sinclair ZX8L many of the 
cassettes are suitable for running 
on a Sinclair ZXSO- if fitted w'itha 
replacement 8K BASIC ROM 

Some of the more elaborate 
programs can he run only on a 
Sinclair /.X Personal Computer 
augmented by a l&K-byte add-on 
RAM pack. 

This RAM pack and the 
replacement ROM are described 
below. And the description of each 
cassette makes it dear what 
hardware is required. 

8K BASIC ROM 

The 8K BASIC ROM used in the 
ZX&l is available to ZX80 owners 
as a drop-in replacement chip. 

VC ith the exception of animated 
graphics, all the advanced features 
of the ZX81 are now r available on a 
ZX&Q- including the ability to run 
much of the Sinclair ZX Software. 

'3 ‘he ROM chip comes with a 
new key hoard template, which can 
be overlaid on the existing 
keyboard in minutes, and a new: 1 
operating manual, 

16K-BYTE RAM pack 

The l6K-byte RAM pack provides 
lb-times more memory in one 
comp lete module. Compatible with 
the ZXS3 iJird the/X80, it can be used 
for program storage oras a database. 

lire RAM pack simply plugs 
into the existing expansion port on 
the rear of a Sinclair ZX Personal 
Computer. 




Cassette 1 -Games 

ForZXSl {and ZXSO with SR 
BASIC ROM) 

ORBIT -your space craft’s 
mission is to pick up a very valuable 
cargo that's in orbit around a star. 

SNIPER - you’ re su rroun d ed 
h y 40 o f th e enc my. 1 1 ow quickly 
can you spot and shoot them w hen 
they appear? 

METEORS - your starship is 
c ru i si ng t h rough space wh en you 
meet a meteor storm. How long can 
YOU dodge the dcadlv danger? 

LIFE - J. H. Conway’s 'Game of 
Life' has achieved tremendous 
popularity in the computing world, 
Study the life, death and evolution 
patterns of cells. 

WQLFPACK - your na val 
destroyer is on a submarine hunt. 
The depth charges are armed, but 
must be fired with precision. 

GOLF- what*s your handicap? 
It’s a tricky course but you control 
the strength of your shots. 

Casseue2~ Ju nior 
Education: 7- 11 -year-olds 

ForZXSl with 16K RAAi pack 
CRASH -simple addition - with 
the added attraction of a car crash 
if you get it wro ng, 

MULTIPLY -long multi- 
plication with five levels of 
difficulty. If the answer’s wrong - 
the solution is explained, 

TRAIN - multiplication tests 
against the computer. The winner's 
train reaches the station first. 

FRACTIONS - fractions 
explained at three levels of 
difficulty. A ten-question lest 
completes the program, 

ADDSUB - ad d i ri on a nd 
subtraction with three levels of 
difficulty. Again, w rong answers 
are followed hv an explanation. 

DIVISION - with five levels of 
difficulty. Mistakes are explained 
graphically, and a running score is 
displayed, 

SPELLING -up to 500 words 
over five levels of difficulty. You 
canevencha ngc the word s yourself. 

Cassette 3 -Business and 
Household 

For ZX8J (and ZX80 with 8K 
BASIC ROM) with I6K RAM pack 
T FT F.P f IONE - setup your own 
computerised telephone directory 
and address book. Changes, 
additions and deletions of up to 
50 entries are easy. 

NOTE PAD -a powerful, easy- 
to-run system for storing and 




retrieving everyday information. 
Use it as a diary, a catalogue, a 
reminder system, ora directory. 

B ANK ACCOUNT - a 
sophisticated financial recording 
system with comprehensive 
documentation. Use it at home to 
keep track of 'where the money 
goes, 1 and at work for expenses,, 
departmental budgets, etc. 

Cassette 4 -Games 

For/JCdl (and ZXSO with SK 
BASIC ROM) and 16K RA M pack 

LUNAR LANDING- bring the 
lunar module down from orbit to a 
soft landing. You control attitude 
and orbital direction -but watch the 
fu el gaugeE The screen displa ys your 
flight status -digitally and graphically. 

TWENTYONE - a dice version 
of Blackjack. 

COMBAT - you're on a suicide 
space mission, You have only 12 
missiles but the aliens have 
unlimited strength. Can you take 
12 of them with you? 

SUBSTRIKE -on patrol* your 
frigate detects a pack of 10 enemy 
subs, Gan you depth-charge them 
before thev torpedo vou? 

CODEBREAKER -the 
computer thinks of a 4ndigic number 
w r hich you have to guess in up to 10 
tries. The logical approach is best! 

MAYDAY - in ans we r to a d istress 
call, you’ve narrowed down the 
search area to 343 cubic kilometers 
of deep space. Can you find the 
astronaut b clone his lilc-sup port 
system fails in 10 hours time? 



Cassette 5 -Junior 
Education: 9-11 -year-olds 

For ZX81 (and ZXSO with 8K 
BASIC ROM) 

MATHS- tests arithmetic with 
three levels of difficulty', and gives 
your score out of 10. 

BALANCE-lests understanding 
of levers/ fulcrum theory with a 
Series of graphic examples. 

VOLUMES - 'yes' or "no’ 
answers from the computer to a 
series of cube volume calculations. 

AVERAGES -whafs the average 
height of your class? The average 
shoe size of your family ? The average 
pocket money of your friends? The 
computer plots a bar chart, and 
d istinguis ties MEAN front MEDIAN. 

BASES - convert from decimal 
(base 10 to other bases of your 
choice in the range 2 to 9, 

TEMP - Volumes* temperatures 
-and their ccmbina lions. 

How to order 

Simply use the order form below-, 
and either enclose a cheque or give 
us the num ber of your Acces s, 

Hard ay card orTrustcard account. 
Please allow 28 days for delivery. 
14-day money-back option. 



iindaii~ 



ZX SOFTWARE 



Sinclair Research Ltd, 



6 Kings Parade, Cambridge, 
Cambe*, CR2 1SN. Tel: 0278 fi«LDT 



'To: Sinclair Rc »»arrh, FRE.EPOST 7, Camhri cl gc, C B2 m . f V. ■ , pn tft 

Pleas !■ send nit ihe item s 1 have indicated below 
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Item 
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Total 
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Cassette 1 - Games 


£L» 
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2 Jtt ri wr Education 
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Cassette 3-Huhiness and H ousehdlcE 


£3,W 
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Cassette 4- Games 


£J.M 
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Cassette 4 - J un far Education 


£J.<tt 






17 


*8K BASIC RDM far ZXSO 


£19,95 






16 


*Lf>K RAM r>a*:fc far '/SRI and 7X&Q 


£4^ 95 








’Pim.e and packing ifarfilitiihle. 


£2.9\ 




['rial £ 





“PfeaiSCidd L.2 ^ minlill iiirdlTV.ilye lint}' it urderinc ROM uttd t if RAM 



I Lcnctose ftchcque/POloSiodiiirTti-^L-an h Ltd far £ 

| Pka-tt charge eti v Al t ts.h */BajdaycMrd .Truitcard no. 

| I i I I I 1 I L I 1 I ! 1 1 

*Plea !-■ drlrtr upptt 

I Name: Mr/Mis/Mus I l L L I I 1 I I I I L 

| Addfea*. I J i l J. ,L ,1 . .1. — L. — L- , a I 1 

< i I I I I J I I I I 1 l J L 1_J L J. 
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Sinclair ZX8I Personal Com 
the heart of a system 

that grows with you. 



1980 saw a genuine breakthrough - 
t he Sinclair ZX60, world's first com- 
plete personal computer for under 
£100, Not surprisingly, over 50,000 
were sold 

In March 1 901 , the Sinclair lead 
increased dramatically. For just 
£69,95 the Sinclair ZX81 offers even 
more advanced facilities at an even 
lower price. Initially, even we were 
surprised by the demand - over 
50,000 in the first 3 months! 

Today, the SinclairZX81 is the 
heart of a computer system. You can 
add 16-times more memory with the 
ZX RAM pack. The ZX Printer offers 
an unbeatable combination of 
performance and price And the ZX 
Software library is growing every day. 

Lower price: higher capability 

With the ZX81. it s still very simple to 
teach yourself computing, but the 
ZX81 packs even greater working 
capability than the ZXBO. 

It uses the same micro -processor, 
but incorporates a new, more power- 
ful 8K BASIC ROM - the 'trained 
intelligence 1 of the computer This 
chip works in decimals, handles logs 
and trig, allows you to plot graphs, 
and builds up animated displays. 

And the ZX81 incorporates other 
operation refinements - the facility 
to load and save named programs 
on cassette, for example, and to 
drive the new ZX Printer. 



Kit: 

£ 49 . 



95 




Every ZXBi comes with a compcehensiva, specially- written 
manual - a complete gourde in BASIC programming, from 
first principles lo comple* programs. 



Higher specification, lower price - 
how’s it done? 

Quite simply, by design. The ZX80 
reduced the chips in a working 
computer from 40 or so, to 21, The 
ZX81 reduces the 21 to 4! 

The secret lies in a totally new 
master chip. Designed by Sinclair 
and custom-built in Britain, this 
unique chip replaces 18 chips from 
theZXSO! 

New, improved specification 

• Z80A micro-processor - new 
faster version of the famous Z80 
chip, widely recognised as the best 
ever made, 

• Unique 'one-touch 1 key word 
entry: theZX81 eliminates a great 
deal of tiresome typing. Key words 
(RUN, LIST, PRINT, etc.) have their 
own single-key entry. 

• Unique syntax -check and report 
codes identify programming errors 
immediately, 

• Full range of mathematical and 
scientific functions accurate to eight 
decimal places. 

• Graph-drawing and animated- 
display facilities. 

• Multi dimensional string and 
numerical arrays, 

• Up to 26 FOR/ NEXT loops 

• Randomise function - useful for 
games as well as serious Applications. 

• Cassette LOAD and SAVE with 
named programs. 

• IK-byte RAM expandable to 16K 
bytes with Sinclair RAM pack. 

• Able to drive the new Sinclair 
printer. 

• Advanced 4-chip design: micro- 
processor, ROM, RAM, plus master 
chip - unique, custom-built chip 
replacing 18ZX80 chips. 




Built: 

£ 69 .** 



Kit or built “it's up to you! 

You’ll be surprised how easy the 
ZX81 kit is to build: just four chips to 
assemble (plus, of course the other 
discrete components) - a few hours' 
work with a fine-tipped soldering iron. 
And you may already have a suitable 
mains adaptor - 600 m A at 9 V DC 
nominal unregulated (supplied with 
built version). 

Kit and built versions come com- 
plete with all leads to connect to 
your TV (colour or black and white) 
and cassette recorder. 






16 K- byte RAM 
pack for massive 
add-on memory. 



Designed as a complete module to 
fit your Sinclair ZX8G or ZX81, the 
RAM pack simply plugs into the 
existing expansion port at the rear 
of the computer to multiply your 
data/program storage by 161 
Use it for long and complex 
programs or as a personal database, 
Yet it costs as little as half the price 
of competitive additional m emory 
With the RAM pack, you can 
also run some of the more sophisti- 
cated ZX Software - the Business & 
Household management systems 
for example 



Available now- 
f he ZX Printer 
for only £49.^ 

Designed exclusively for use with 
the ZX81 {and ZX80 with 8K BASIC 
ROM), the printer offers full alpha- 
numerics and highly sophisticated 
graphics. 

A special feature is COPY, which 
prints out exactly what is on the 
whole TV screen without the need 
for further intrusions 



How to order your ZX81 

BY PHONE - Access, Barclaycard or 
Trustcard holders can call 
01-200 0200 for personal attention 
24 hours a day, every day. 

BY FREEPOST - use the no-stamp- 
needed coupon below. You can pay 



To: Sinclair Research Ltd, FREEPOST 7, Cambridge, CB 2 1YY. 



At last you can have a hard copy 
of your program listings-particularly 
useful when writing or editing 
programs. 

And of course you can print out 
your results for permanent records 
or sending to a friend 

Printing speed is 50 characters 
per second, with 32 characters per 
line and 9 lines per vertical inch. 

TheZX Printer connects to the rear 
of your computer - using a stackable 
connector so you can plug in a RAM 
pack as well. A roll of paper (65 ft 
long x 4 in wide) is supplied, along 
with full instructions 

by cheque, postal order, Access, 
Barclaycard or Trustcard 
EITHER WAY - please allow up to 
28 days for delivery. And there's a 
14-day money-back option. We want 
you to be satisfied beyond doubt - 
andwehaveno doubt that you will be. 

Order 




Qty 


Item 


Code 


Item price 
£ 


Taint 

£ 




Sinclair ZXB1 Personal Computer klt(B). Price includes 
ZXfll BASIC manual, excludes mains adaptor. 


12 


40.05 






Ready -assembled Sinclair ZXfil Personal Comp uteris} 
Price includesZXSl BASIC manual and mams adaptor. 


11 


69.05 






Mains Adsplorfa) (600 mA at 9 V DC nominal unregulated}. 


10 


8.95 






1 6K-0VTE HAM pack. 


ie 


40.9-5 






Sinclair ZX Printer 


27 


49.95 






8K BASIC ROM to fit ZX0O. 


17 


19.95 






Post and Packing 






2.05 



□ Please tick if you require a VAT receipt TOTAL £ 

*1 enclose a cheque/postal order payable to Sinclair Research Ltd, for £ 
*Piease charge to my Aocess/Barctaycard/Trusteard account no. 

I I I I J I I I 1 I I I 



’PIbbsb del el b-Vcq m pi b to as iiypiicafrlfc 



Name: Mr/Mrs/MiSS 






Pleasu pf ml 



6 Kings Parade. Cambridge, Camba., CB 2 iSN 
Tel: ( 0276 ) 66104 3 . 21 202 . 



Address- 1 1 1 J 1 .............. 


1 1 1 1 ‘1 1 1 1 1 1 1 1 1 1 


1 1 1 1 1 1 


1 1 1 1 1 1 1 


FREEPOST - no stamp needed. 




CVCH 



CirekN*. 121 





They say there is no smoke with- 
out tire and in Towering Inferno 
it is truer than ever 

Recently produced for the 
Sharp MZ-ftQK by Sharpsoft. the 
game is definitely not for the 
squeamish. The ob|ect is to find 
your way out of a multi-storey 
building which is on its way to 
being gutted by fire, 

The only way out is to go 
down to the bottom floor — you 
are stuck on the tfth storey - or 
to go up to the roof of the 
building. 

There is no time to panic, on 
your escape. As you make your 
way from one floor entrance 
across the room to the exit you 
have to judge the quickest way 
to avoid the fast-spreading 
flames. You control a man with 
the cursor keys and have an aer- 
ial view of each floor. 

If you are not careful where 
you tread you might find yourself 
overcome temporarily by smoke 



fumes. When that happens the 
man under your control disap- 
pears from the screen for a sec- 
ond. 

If you manage to reach the 
roof it is not certain that you will 
survive the ordeal. With luck a 
helicopter will swoop down, 
dropping a rope ladder to whisk 
you away. 

If you reach the bottom and 
emerge safely, an ambulance will 
drive to the building and take you 
away to recouperale m hospital 
It costs E5.85 



Beam back to prehistoric times 
when the land was covered in 
swamps and terrifying dinosaurs 
fought bloody battles to the 
death. 

That is the setting for one of 
the games available for Tandy's 
latest machine, the TRS-80 Col- 
our computer, Called Ompwars 
I he 3D game is for two players, 
or one player against the compu 
ter. 

When you switch on the com 
puter —Tandy promises it will be 
available this month — a pair ol 
dinosaurs flash up on the screen. 
One is red. the other blue. Each 
of the beasts is controlled by 
a joystick and can be moved 
backwards, forwards, to the left 
and right. The picture on the 
screen runs around so that the 
monsters can walk off the screen 
at one edge and reappear on the 
other side. 



With tails swishing the two 
dinosaurs leap ferociously into 
action when the button on the 
joysticks is pressed. Then the 
fight to Ihe death begins com- 
plete with gruesome sound 
effects. 

The players have to man- 
oeuvre their monsters into a 
good position to kill each other. 
To do that they have to plant a 
lethal bite on the back of the 
neck. II the dinosaur dies from 
his wounds he literally drops 
dead in front of your eyes. M a 
monster dies the player in con- 
trol of him loses JO points. 

One unusual feature is that the 
dinosaurs can be killed when 
they are off the screen. As you 
can't actually see what they're 
doing it's more a matter of luck 
than judgement, It costs C22.9f> 
and is available from your local 
Tandy store. 



EAT OR 
BE EATEN 

An addictive new Pet game will 
keep you glued to screens trying 
to avoid test-moving monsters. 

Avid tens of the Maze man or 
Puckman arcade game, who also 
happen to own a Pet, will be 
eager to try this rather different 
version in their homes. 

Called Super Glooper, the 
obiect is to gobble-up as many 
monsters as you can, A difficult 
\oh because they move very 
quickly and can turn on a heel 
suddenly while you are in hot 
pursuit of them and without hesi- 
tation will eat you up. 

The hectic chase takes place 
in a maze with points being 
scored for swallow mg up dots 
along the path and for monsters 



which you catch up with and 
manage to devour. 

The Gloopers travel that much 
faster than you can go end the 
game has been written in 
machine code to give it extra 
speed It is available from Pet 
software supplier Superset!, 
costing CB.M 
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PERIL ON 
THE SEABED 

Nat for the claustrophobic. Sea 
Wolf recreates the perils of sub- 
marine warfare complete with 
mines tumbling off the decks of 
enemy destroyers. 

At war with an enemy fleet the 
commander of the submarine 
must shoot down ships sailing 
above him on three different 
levels. Coloured purple, red and 
white the ships are worth vary- 
ing number of points when they 
are successfully destroyed. 

Each ship moves at a different 
pace, the fastest ones sailing at 
the top of the screen farthest 
away from the submarine making 
it more difficult to get a direct 
hit Use a joystick to move the 
submarine and the button to fire 
an unlimited supply of torpedoes. 

There are two levels of play, 
for beginners and expert shoot- 



ers. The submarine commander 
is firing against the clock which 
ticks away from 60 seconds 
down A mingle has never gone 
so quickly. 

But the commander has to 
keep a wary eye out for des- 
troyer mines released by enemy 



shipping. These hover in the sea 
blocking the path of torpedoes. If 
a torpedo hits one by mistake it's 
a wasted shot. Don't worry too 
much about the mines because 
they cannot sink down to your 
level in the sea. 

The ships sailing at the lowest 



level | coloured white! are the 
slowest moving and the easiest 
target. They are only worth five 
points at skill level one or to 
points at level two 

Next up are smaller ships 
which travel more quickly. The 
red ships are worth more points, 
15 at level one and 25 at level 
two, 

And ruling the waves at. the 
top of the screen are the smal- 
lest and fastest ships in the fleet 
They zip along, barely giving the 
submarine commander time to 
take aim let alone fire. These 
purple coloured ships score 50 
(level one) and GO novel two! 
They are the ones to go for to 
boost your score Once the score 
reaches a magic @00 the time 
limit is extended giving you 
scope to shoot down more ships 

The extras needed are a joy- 
stick, the game is supplied by 
Adda Computer's VIC Centre 
The cassette with two other 
games do it costs £14.95. 



CHESS ON 
THE CHEAP 

Computerised chess games have 
now reached Christmas stocking 
prices with the launch of Acet 
ronic's Electronic Chess. 

Retailing at only £24 95, it 
compares very favourably with 
other chess games on the mar- 
ket, which can set you back any- 
thing up to £500 And it includes 
a lot of the standard features you 
would expect. 



GO FDR 
REAL GOLD 

One computer game destined to 
tallow the success of Kit Thomas' 
treasure book "Masquerade" is 
Sold rush. 

"Masquerade" was the book 
which became a best-seller by 
offering dues to a £5,000 piece of 
jewellery in the shape of a hare. 
Since it hrst appeared many 
treasure hunters have dug up 
various stately homes and 
searched numerous river beds in 
the mistaken belief that they 
have solved the clues and will 
find the treasure. 

Whether Mr Micro's VIC game 
Goldrush will keep its players 
guessing for as long, we will 
have to wait and see but there 
is no shortage of interested peo- 
ple waiting to try solving the 
problem, 

The prize for the winner is real 
gold nuggets provided by Mr 



The console looks like a poc- 
ket calculator with a liquid crystal 
display and keys representing 
the pieces and numbered 
squares of the board 
Rut you will need to provide 
your own board and pieces. 

Only two levels of play but the 
Electronic Chess owner can 
choose to play black or white, of 
— if he wishes — watch an 
instructive game with the com- 
puter playing against itself. 

It will tell the player if he made 
an illegal move and can delete 
the move be made with a cancel 




Micro. 



The game is an Adventure 
type based on the 1B49 Califor- 
nian gold-rush. Participants start 
trekking across to California with 
a number of clues to be found on 
the way. Once there, you have to 
stake a claim and try to find the 
Golden Word. 

First person to get in touch 
with Mr Micro with the correct 
word wins the gold. 

A review appears on page 68. 

Coming soon for the lust- 
re leased Commodore VIC 20 is a 
variety of new games including 
versions of Puckman, the popular 
arcade game. Galaxians, Cosmic 
Jailbreak, Space Invaders and 
Moon Lander. These were 
scheduled for release in October 
at the earliest and will he 
covered in more detail m future 
issues. 



key, It also allows the player to 
verify the positions at any stage 
during the game and program in 
opening variations using a spe- 
cial key. 

Other features include setting 
up and removing individual 
pieces and placing a game posi- 
tion from which the computer 
will continue to play. 

This offers a good game to the 
keen chess youngster who is 
short of an opponent and will 
help him improve his standard It 
will also fit into most family 
budgets. 



FINGER ON 
THE DUTTON 

Polaris is the Tandy version of 
the popular arcade game Mis- 
sile Command. 

The player has to protect 
cities from an onslaught of bal- 
listic missiles, alien space ships 
and other extra-terrestrial 
beings. Saving the cities from 
obliteration is in your hands — 
you control the ground base 
where anti-ballistic missiles are 
launched. 

Polaris is designed to run on 
the TRS-80 models but though 
the game's concept is exciting 
without thfe colour graphics 
available on arcade games and 
other microcomputers, it still 
loses a lot of its attraction, h is 
also expensive for a computer 
game at £27.95 so only keen fans 
of the original are likely to 
spend that amount of money on 
it. 



DEATH AMONG 
THE STARS 

An action-packed space game 
which looks set to be a scorching 
success is Slarmines 
It first reached Apple screens 
in the States and has |ust been 
released in the U K Take com 
mand of a starship fighter on a 
mission in the galaxy to defend 
your own civilisation from the 
threat of invasion 
You control the starship flying 
through hyperspace dodging 
attacking missiles, meteorites, 
and small spaceships all out to 
get you. The action is fast and 
you barely have time to press the 
fire button to exterminate an 
alien ship before a shower of 
rocks falls at the speed of light 
towards your ship. 

To bit the objects you must 
line them up in your sights and 
press the fire button 
The game follows in the Star 
Raiders and Space Battle vein, 
retails at £14.95. 







IEW PRODUCTS 



NEW PRODUCTS 



Apple owners are invited to dice 
with Death as opposed to Life in 
a new game from Leisure Genius. 

This new strategic game is 
based loosed around the compu 
ter classic. Life, and involves 
building-up cells until you can 
dominate your opponents by 
destroying them through disrup- 
tion of their cell structures. 

There are IP cell structures to 
play with and from which evolve 
your own universe. 

Each player starts with a stock 
□f cells which they can choose 
before the game kicks-off. First 
you have To decide how many 
cells each player is allowed and 
then select the structures you 
want to play with. 

Also take into consideration 
how quickly you want the celts to 



NEW PRODUCES 






TIT 



THE OPPOSITE 
OF LIFE 

generate and the number of gen- 
erations carried -out during the 
multiplying period, It is for the 
players to set the game rules. 
Another option available is 
sound 



Tread wanly to save your skin 
when you are playing Minefield, 
one of the latest games available 
for the Acorn Atom. 

In this game introduced by 
Leeds software supplier Program 
Power, the only protection is a 
metal detector to pick out the 
mines. 

The minefield spreads across 
the screen with the one safe 
patch being your home square on 
The far side of the field. 

On the same tape, which costs 
£5.95. are two other Atom games, 
Snake and Awari. The first is a 
venation on the barriers type 
game. Two serpents grow in 
length and the obfect is either to 
cut off the opposing snake, or 
make his snake crass over itself. 

In the Atom version, the ser- 
pent is trapped in a square box 
which has electrified waifs. 
Numbers flash in the box and the 
snake has to gobble-up as many 
as possible. If he touches the 
walls, or doubles back and 
touches itself, 50.000 volts are 
shot through his body. Like most 
of these games it proves a good 
test of your reactions. 

The third game is another 
computerised version of an 
ancient African pebble game, 
Awari. A strategy game for thin- 
kers, the object is to win as many 
pebbles from your opponent as 
possible to dominate his terri- 
tory, 

Each player is given six pits on 
which they place lus pebbles. 
Then in turn the pebbles are 
moved according to certain rules. 
The game finishes when one 
ptayer has put his stones on the 
opponent's territory. 



EXECUTIVE CHESS 



A new chess gams is out for the 
dedicated enthusiast at the top 
end of the Chess Challenger 
range 

This version's attributes lie in 
its design and the capabilities 
and scope for play. 

There are 10 levels of difficulty 
which the player selects going 
right from beginner to expert. So 
the 'Decorator Challenger' can be 
used by inexperienced chess 
players as a learning tool but still 
give a good game to dub players. 

A book comes with the game 
which lists 40 different chess 
openings, with approximately 
1200 hook opening moves prog- 
rammed m. The Decorator plays 
either black or white and is cap- 
able of repeating all the positions 
of the pieces left on the board at 
any. stage of the game at the 
press of a button in case the 
player's memory fails him. 

If the player gets stuck the 
friendly Decorator will automati- 



cally suggest the best move the 
player can make by doing a quick 
assessment of the pieces posi- 
tions. 

This deluxe chess game is a 
lull size board concealing the 
electronics and microprocessor 
but with an attractive playing 
surface. It is made of hardwood, 
stained to obtain the light and 
dark colours. The pieces too are 
made of the same wood and can 
be stored; in containers next to 
the board The calculator styled 
keyboard console is also on the 
same section. 

The whole unit stands in a 
carved frame with four small 
legs. 

But it is expensive, selling at 
the moment for the grand price 
of £395.95. Included in that price 
is a booklet of opening moves. 

K is marketed in the UK by 
Computer Games and is defi- 
nitely the executive computer 
chess set. 



The rules of the game are 
complicated and therefore take 
some getting used to but once 
you have decided exactly what to 
do and the conditions necessary 
for cells to regenerate the game, 
it is difficult to stop playing. 

Conditions for regeneration 
must be three cells next to an 
empty space - in that space a 
new cell will pop up so you can 
literally see your empire grow. If 
a cell has two or three cells 
positioned next to it, that cell is 
safe and will survive, but if it has 
fewer than two or more than 
three the cell cannot cope and 
will shrivel and die 

The two players fight it out on 
the screen, each placing cells in 
desired positions. You can move 
the cells into any position on The 
screen, the idea being to gel 
them in the proper place to see 
them regenerating. 

ft demands- absolute concent- 
ration to keep track of your cells 
and those of your opponent The 
generation cycle begins when 
both of you have finished placing 
your cell structures 

Once you have learnt how to 
play Death you can vary the 
levels gflnrt intensity of the game 
with the selection controls. 
Made by the London based firm 
Leisure Genius, you get your 
money's worth for £15. 

TW0-IN-0NE 
SPACE TRIAL 

Two popular arcade games. Mis- 
sile Command and Asteroids, 
have beer combined to transfer 
to the Pet screen. 

Called Meteorites, the aim ot 
the game is to protect seven 
bases from a swarm of meteor- 
ites descending from the 
heavens. 

The only way to survive is to 
blast the rock showers with your 
lase r gun, but you will find I hat 
often it serves only to shatter 
the meteorites into even smaller 
— yet just as deadly — frag- 
ments. 

Altogether you have to fight 
off six waves of meteorite 
storms, scoring points on the 
way for each hit Other hazards 
to avoid are alien ships which 
swoop down intermittently to 
fire at The bases under your pro- 
tection. Shpoi down one of those 
and you score bonus points. 

Meteorites is from the 
Harrow-based firm Superset 
who also supplied Hitchhikers 
Guide to the Galaxy addicts two 
months ago by producing a Pet 
version of the Douglas Adams 
book and TV senes, 
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OF ALL the innumerable games 
appearing on computers r large 
and small, Chess is one oi the 
lew which has a genuine exis- 
tence in the same form outside 
the computer environment The 
history of the ancient game cov- 
ers many hundreds of years and, 
indeed, among the first books 
ever printed in English — by 
Caxton — was one on Chess, 

The success of computers in 
making .in-roads into the com- 
plex field of intellectual 
endeavour has been remark- 
able, with the best programs 
now performing at a level to 
which few regular club or 
county- lev el players could ever 
aspire and beginning to cause 
problems even for experienced 
masters. 

Exactly what has been 
achieved, and what has not, will 
be one of the perennial topics oi 
this series. In each issue I hope 
to include a combination of his- 
torical and background mater- 
ial, together with up-to-date 
reports on tournaments — par- 
ticularly microcomputer tourna- 
ments — and product reports. 

The idea of a chess-playing 
machine has a long history, 
pre-dating that of the electronic 
Computer by many years, An 
automatic chess-player built in 
1769 by the Hungarian, Wolf- 



the chest was either empty oi 
occupied by machinery, but the 
engineering required to make 
the hoax work was highly com j 
plex, so much so that even those 
scientists convinced that there 
must be a hoax found it almost 
impossible to explain how it was 
achieved . 

The Turks secret survived 
intact from 1769 to 1834. Twenty 
years later the ingenious crea- 
tion was destroyed by fire, its 
final resting place being the 
Chinese Museum in Philadel- 
phia. The story of the Turk is told 
in fascinating detail in The Great 
Chess Automaton by Charles 
Michael Carroll. 



gang Von Kemp el en, was 
demonstrated to the court of 
Empress Maria Theresa of 
Austria two centuries ago. 

The automaton chess-player 
was built in wood in the form oi 
the upper portion of the torso of a 
man* approximately Life-size 
and dressed in the clothing of a 
Turk, complete with turban and 
cloak. The figure was seated at a 
chest on which a chess-board 
was placed. Before each game 
the doors of the chest were 
opened to reveal a complex col- 
lection of gears, pulleys and lev- 
ers. 

During the game the oppo- 
nent's moves were made on the 
board in the usual way, with the 
Turk's moves being played by 
itself with its left hand. 

Needless to say* Von Kempe- 
len's Turk was no more than an 
elaborate hoax* with a man hid- 
den inside the chest, detecting 
the opponent's moves by means 
of magnets and working the 
Turk's arm by means of a panto- 
graph, while being confined to a 
small area lit by a candle. 

Even knowing of the hoax, the 
Turk remains an extremely 
impressive invention. Not only 
did the public demonstration 
appear to show that the whole of 



As an incentive to the ambiti- 
ous chess programmer, the 
Fredkin Foundation of Cam- 
bridge, Massachusetts has 
recently established a prize of 
$100,006 for the first computer 
program to beat the world 
human champion in a match. 

Although the goal still seems 
well out of reach, the improve- 
ments made in the last few years 
are most impressive. The 
purpose-built chess machine 
Belle — much larger than Sen- 
sory Voice Challenger but prob- 
ably still just qualifying as a 
microcomputer — won the world 
computer chess championship 
convincingly in Linz last year 
against computers of all sizes 
and has since attained a perfor- 
mance rating around 2,300 on the 
U.S* Chess Federation scale, a 
very high master rating - 



The second world micro computer 
championship was held in West 
Germany in September, under die 
auspices of both the International 
Computer Chess Association {1CCA) 
and the International Chess Federa- 
tion (FIDE}. 

Here is the decisive game bet- 
ween the first and second prize 
winners from the first world mic- 
rocomputer championship, played 
in London last September 

1. P-K.4, P-K3; 11 QXQch, RXfl; 

2. P-Q4, P-Q4; 12. B-Q3, B-Q2; 

3. NOB 3, B-N5: 13 Q-Q, 0R-Q1; 

4. PK5. N-Q83; 14. QRN1, 0 B1; 

5. QrN4, P-KN3; 15, 8-KR6, RfBlhKI 

6 N-B3 P-B4 j 1G- KR-K1 N-KNf ; 

7. Q-N5, BXNch; 17, N^N5ch p K-K2; 

8 PXB. KN-K2; 18. B-N7, P-KR3; 

9, Q-flG, K 62; 19. N-R7, K-B2; 

TO B-KN5, Q-BT; 20. B-B6, NXB; 



21. fIXH. R-K2; 33. R-QN1, P-B3; 

n. P-KB4, P N3; 34. PXP, R-Q7d; 

23, P-R5. P-KN4; 35. K-Nl, B-R3; 

24. P-N3, P-R3; 36 M7. RXBP; 

25 P-B3, N-R4; 37. PK&ch, K-Kl; 

26. P-N4, P-IM4; 38. N-B6ch, K-Bl, 

27. K-N2, N-B5; 39 N-QS. R 0R2: 

2B, BXftl. QPXB: 40. PK7ch r K-K1; 

29, PXP, PXR; 41 NB&ch. K-B2 

30. P-Q5, B-N2; 42 r P-KB Qch, K’ 

31 R (ND-01, B-B1; 43. Q-NGch, K-fll 
32. K B2, P-R4; 44. RKB mate. 



Position altar Black's Zftfc mowe 
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1 gu8'* 

How do you go about putting 
your name up in lights on the 
high score chart of your favourite 
machine? 

Short of carrying pockets full 
of lOp pieces dawn to your local 



pub or arcade, is there any fas- 
ter way 1o master the new video 
game which has you hooked? 

We think so and every month 
in our Tips section we will be 
giving advice that will keep 
Computer & Video Games read- 
ers ahead of the pack on the 
popular arcade games of the 
moment. 

The tips will come from 
experts who have already 
worked their way inside the head 
of the game s programmer and 



discovered ways of prolonging 
each lOp s worth of life from a 
particular machine. 

No game is ever really mas- 
tered but this column will give 
practical ideas to help you sur- 
vive as long as possible againsl 
the indefatigable creatures that 
inhabit every video games 
cabinet. 

In this issue we look at the 
Mazeman — also known as 
Pacman and Rue km an — type of 
game While next month we will 
offer some hints on the difficult 
game of Asteroids De Luxe. 



In this same column we are 
going to print machine slang r . 
Any terms or expressions you 
and your friends use to describe 
certain events or creations in a 
game. One example is how 
quickly Space Invaders became 
known as Greer Meanies '. 

Also on the irreverent side, let 
us know about any programming 
' bugs'' on a machine. These are 
areas on a game where the prog- 
rammers have not foreseen that 
a certain sequence ol actions 
wiil produce a peculiar response 
on the screen. Tell us about 
these strange happenings and 
how to recreate them. 



The 'Ghosts" that inhabit the 
Mazeman type of arcade machine 
go by many names but, whatever 
you are invited to call them, most 
players, find a few more names of 
their own 

The machine itself varies in 
title from Pacmao, Puckman or 
Pieman to ihe more descriptive 
Mazeman. But whatever the 
name of the machine you have 
been cussing over, the tips to 
help you achieve a high score 
remain the same. Here are some 
hints to help you increase your 
fruit yield at the bottom of the 
screen 

Firstly it is important to 
develop an opening strategy for 
the early walls" (each cleared 
screen generates a new wall"). 
Study the early movements of 
the ghosts and you will see that 




Two interesting little program- 
ming flaws can be found in the 
Mazeman game. If you persuade 
your friends to devote the money 
for a little experimentation you 
may be able to re-create them on 
a screen. 

It is possible to send an errant 
pair of eyes flitting around the 
area of screen just above the 
ghosts' base. 

This can be achieved, some- 
times, if you catch a ghost just as 
he emerges from his base and 
eat him. This must be attempted 
early in a waif, by eating a flash- 
ing dot and then speeding to the 
exit of the ghosts' base, to con 
some the ghost as he bounces 
out. 

It is also possible to turn the 
ghosts bright orange. This often 
occurs when you eat a ghost |ust 
as he turns from a hashing blue 
consumable back to his normal 
colour. Of course, trying this 
automatically means you lost a 
life. 




BEAT THE MACHINE 



these only vary if you go very 
dose so them. Experiment to find 
a path which will each time keep 
you dear of them for longest and 
finally lead you. with the ghosts 
in close pursuit to a flashing dot. 

Good tips for this are to clear 
the bottom row as this is the 
easiest place to get trapped. You 
will only manage to do this in the 
first two wells Then change your 
TOute tor the third wall but still 
make sure you deer et least half 
of that bottom line. The ghosts 
speed up again lor the fifth wall 
so a new opening strategy will 
he needed for this one Good 
opening gambits leave both the 
flashing dots at the bottom of the 
screen to last — insurance for 
the time you get caught with a 
ha If -finished wall. 

When you come around to 
those final few dots, be patient, 
key areas of the screen here are 
the tunnel, through which you 



travel much faster than the 
Mazeman ghosts If you can lead 
three through here it should pro- 
vide enough time to tidy up the 
screen. 

Another important area is the 
network directly above the 
ghosts’ hase. With a cool head 
you can manoeuvre this part of 
the maze with ghosts in close 
attendance and still stay out of 
danger there is also a possibil- 
ity of swooping down to swallow 
a fruit when one appears. 

When you do find yourself 
trapped m a corner, (at the top 
and bottom of the screen the 
ghosts travel faster than you coni 
a violent change of direction wiil 
work wonders. 

If the position looks really 
hopeless a vigorous shake of the 
lever can confuse the ghosts and 
send them off in different direc- 
tions. Remove drinks from on top 
□f the machine when employing 



this tactic. 

Now let me give you some 
thing to aim for. After a run ol 
various fruits — worth mure for 
each wall — a creature I can only 
describe as a 'Galaxian" appears 
on the screen. This wall, when 
cleared, rewards you with an 
intriguing little display involving 
the red ghost 




A collection of machine slang or 
strange expressions overheard 
while watching people play the 
Mazeman variety of game Com- 
plete with a likely interpretation 
of the meaning 

• A monster munch eating all 
four ghosts to score a 1.600 point 
bonus 

# An expensive fruit — caught 
by a ghost after being tempted to 
eat a fruit. 

# Get them in the nest trying 
to eat the ghosts while they are 
still inside their base (a rather 
pointless exercise as you can't 
get in}. 

• Fangs in the backside |db — 
escaping after a ghost seemed 
certain to catch you. 




Cosmic Avenger sends you off on 
a hazardous mission, through 
space and along undersea pas 
sages to destroy the enemy's 
secret station 

Among the dangers you will 
have to overcome are tanks, 
UFO.s mines, submarines, mis- 
sile stations and the task is made 
ever more difficult as you 
approach the secret base. 

The game is along the lines of 
Defender with your craft starting 



off on the wide plains, facing 
anti-aircraft fire from guns and 
tanks. 

The enemy's chase missiles 
are fired from impressive installa- 
tions built well off the ground or, 
in the underwater caverns, from 
rocky niches above you. 

Their rmssiles will chase your 
craft and Jheir hit rate is high so 
beware, U.F.Q.s are another 
menace of the air but are equip 
ped with radar to help you see 
them approaching, 

In the sea, the enemy's sub- 
marine missiles and his own subs 
are just some of the problems, as 
mines and depth bombs feature 
along the route you have to take 



Depending on the malicious- 
ness of your local arcade owner 
you will fmd yourself with 2 5 
lives and one of four levels of 
difficulty 
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Mastering the Omega Race will 
number you among the known 
galaxies' elite space tighter 
pilots 

For this training method was 
invented originally by the Omega 
Star System to make its pilots 
the most respected force around. 

Sitting in the cockpit of your 
craft, the city of Komar pan- 
oramically spread below you, 
you must engage and destroy the 
android forces and the mines 
they have planted in your path. 

The player uses a guidance 
control knob to steer his craft 
and a thrust button tor force to 
take his craft into the energy 
held As the alien droid beet and 
its mines fill your screen, pres- 
sing the fire button sends out 
deadly laser rays to destroy the 
enemy targets. 

Photon and Vapor mines are 
worth 350 and 500 points respec- 
lively, Droid Ships bring you 
1.0QG points and the Command 
Ships 1,500. 

Most dangerous is the enemy 
Death Ship which appears at 
random and has far greater 
speed and manoeuvrability than 
the rest of the targets. Its tactic 
is to bump and demolish the 
Omega Fighter 

Bonus Omega Fighters are 
awarded for high scores and top 
scores are kept an the screen for 
ah to challenge. The backdrop of 
this game, which is distributed 
by Bally U,K. r is impressive but 
the ship and mine graphics are 
disappointing by present stan- 
dards. 




Remember the evil Mekon? A 
little green creature with a large 
head who havered on a saucer 
and was to Dan Dare what the 
Daleks are to Doctor Who. 

Well, a similarly sinister crea- 
ture — albeit with only one eye 
-- turns up in the new arcade 
game of Space Fury to insult your 
playing ability, boast of the 
superiority of his battle forces 
and generally give the player a 
difficult time. 




THE FANTASY GENERATION 



Monsters and magicians bring 
fantasy to the world of arcade 
games in the highly original 
Wizard of Wor. 

It also brings back the ping- 
pong video games idea of letting 
two players loose on the controls 
simultaneously, so giving the 
feeling that this game is man 
against man, rather than man 
against machine 

It does not dictate that you 
have to fight one another and will 
allow teamwork against the 
strange monsters which inhabit 
the Dungeons of Wor. 

Players control a separate 
sq ua dr on o f ' 1 worrio r s' J bl ue d r 

yellow-dad humanoids dressed 
in space suits and armed with 
unified held disturbance rifles", 

They venture out into the 
dungeons, a maze of passages of 
random design with escape 
doors at either end, with a view 
to destroying the monsters 
which inhabit the labyrinths. 

There are four kinds of mons- 
ter plus the Wizard himself. The 
blue Burwors are worth 100 
points each and six of them 
inhabit the first dungeon, When, 
all six are shot, yellow Garwers 

- ZOO points and often invisible 

— and speedy red Thorwors — 
500 points — join the battle. 

When all are killed the next 
maze appears containing more 



At the end of the game he will 
give his honest, if patronising, 
opinion on what kind of opposi 
tion you provided for him to test 
his forces. 

The game is similar to a colour- 
ful 1 asteroids except that the 
opposition is provided by the 
one-eyed monstrosity's battle 
fleet. 

These is a variety of whirling 
dervishes which are harmless 
until they have joined together to 
form a larger space craft and will 
then either ram your own craft or 
fire an accurate orange bomb 
towards you. 

When you have demolished 
his first collection of unlikely- 
looking space ships with your 



monsters to shoot or eat the 
warriors. The opposing worriers 
are also allowed to shoot one 
another's men for 1.000 points. 

This time a Worluk, the 
Wizard's favourite, flies through 
the dungeon when the last 
Thorwor is shot. If either player 
can shoot this creature before he 
escapes it means double points 
on the next dungeon. 

1 hat may prompt the Wizard to 



own rather ordinary craft, this 
video Mekon expresses Ins sur 
prise at your survival and 
assures you that his next fieet 
will finish the job. 

One novel feature of the game 
is that you are invited to dock 
with a new spacecraft which will 
help you tackle the next battle. 

You dock with the craft you 
think best -suited to the next con- 
flict. 

Plenty of scope for tactics in 
this game so long as you can live 
with being described as a 
mediocre or, more commonly, 
adequate, opponent. 

This Sega game is distributed 
over here by Alca Electronics of 
Manchester 



appear, teleporting at magical 
speed and hurling lightning bolts 
at the players. 

Throughout the game the 
Wizard la Iks to the players over 
the sounds of battle and a haunt- 
ing melody which adds to the 
dungeon mood. 

A radar screen enables the 
player to keep a check on invis- 
ible monsters and this becomes 
more critical as the dungeons 
become more spa cid us. 

A Midway game, distributed 
here by Bally UK Wizard of Wor 
has brought a new world ol fan- 
tasy to arcade games 
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LET us start by clearing-up the 
terminology, Reversi is better 
known these days as Othello but 
that is a recent name tor a game 
the programming of Othello in 
Reversi for at least 100 years, 

I hope to give some guidelines 
to the tactics of the game and 
then show how a relatively 
simple-minded Basic program 
can play a reasonable game, I 
believe that it is possible to write 
an unbeatable Othello program 
but that would require a larger 
computer than most readers are 
likely to have available and it 
would have to be written in 
Assembler language to be fast 
enough to suit a human's idea of 
reasonable thinking time. 

If one rates games by the ratio 
of the subtlety of their strategy to 
the simplicity of their rules, 
Othello rates very high indeed. 
Unlike most games which evolve 
slowly from move to move, the 

position of an Othello game can 
change dramatically with a 
single move. 

Indeed, a good computer pro- 
gram can beat even expert 
human opponents regularly, 
simply by being be tfer- equipped 
to keep track of a succession of 
complex board positions, 

A beginner, and a very simple 
computer program, might play 
by always looking for the move 
which turns over the most oppos- 
ing pieces. That strategy will 
lose to any player with a little 
experience because the Othello 
player soon learns that what 
matters in the early stages of the 
game is not how many pieces 
one has but where they are situ- 
ated. 

It is not until the last dozen or 
so moves that sheer numbers of 
pieces are important. What 
matters is how useful a piece is 
as a back-stop to help the cap- 
ture of other pieces and how vul- 
nerable it is to being captured. 

That means that the board 
corners are very important, for a 
comer piece can never be cap- 
tured. Positions on the edge of 
the board are also useful, since 
they can be captured only by 
other edge moves, A great deal 



Reverse now papular under the 
trade name Othello, is a two player 
game, played on an eight by eight 
square board with 64 double sided 
counters, let s suppose them to be 
black and white. Each player 
places a piece in turn with bis own 
colour uppermost. The first four 
pieces are played on any of the 
four centre squares of the board 
but thereafter a piece can only be 
placed next to an opponent s piece 
so as to create a line of one or 
more adjacent opposing pieces 
between the piece just played and 
one of one's own. 

The intervening opposing pieces 
are then turned over to exhibit 
one's own colour. If mare than one 
line of pieces meet these condi- 
tions at a single move then all the 
Trapped 4 pieces are turned over. 

If at any stage a player cannot 
make a legal move he passes and 
his opponent makes the next move, 
If neither can make a legal move, 
for example, when the board is full, 
the game is over and the winner is 
the player with the most pieces of 
his colour visible on the board. 
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of the strategy of Othello con- 
sists of forcing your opponent 
into a position where he is 
obliged to move adjacent to an 
edge or a comer and so allowing 
you to establish a piece in one of 
those strategic locations. 

The correct positioning of 
pieces along an edge so as to 
minimise an opponent's gains 
requires considerable thought 
on the part of either a human or 



electronic player but a reason- 
able game can be played by 
adopting some fairly simple 
tactics. These tactics can be 
translated into estimating a 
desirability figure for each 
square on the board — much the 
same as the points system in 
chess. The idea is then to move 
to achieve the highest sum of 
desirables of all the captured 
squares- 

In essence, that is a one-move, 
look-ahead strategy. A more 
sophisticated program would 
look ahead for many more 
moves. 

The figure shows the position 
at an early stage of a typical 
game. White has played first 
and it is White's turn to play. He 
has a choice of nine legal moves, 
indicated by the numbered 
squares. Of those, I and 9 would 
capture one black piece; 2 . 3, 4, 5 
and 7 would capture two; 8 
would capture three; and 8 
would not only capture three 
black pieces but would also 
establish White on a 
previously-unoccupied side. 

Unfortunately, to play on 6 
would be a fatal error r since 
Black could move immediately 
into the bottom left corner by 
capturing the three white pieces 
in the bottom row. That would 
establish him in a very advan- 
tageous position. Thus White's 
only sate move is in square 9, 
since that avoids the threat to his 
pieces on the bottom row. 

If this threat had not been pre- 
sent the move at 6 would have 
been the best choice, whereas a 
move at 1. though on an edge 
square, would have been rather 
pointless since the piece placed 
at 1 would be re-captured 
immediately. 

# Next month this page will deal 
with the problems of pro- 
gramming a microcomputer to 
play that increasingly popular 
game of Go. 

The January issue will feature 
Bridge. Tom Napier will be back 
to give you further insights into 
the programming of Othello in 
our February issue. 








We live in the age of computers. 

Coming to terms with them and 
enjoying them is part of coming to terms 
with the twentieth century 

A few /ears ago, a computer would have 
filled a fair-sized room, Now microtech- 
nofogy has al la wed Co m modore to p reduce a 
home computer, the VIC 20. that's no bigger 
than a typewriter yet performs miracles. 

FOR BUSI NESS. Oft PL EASURE. 

VIC can keep your diary up to dace. 
Teach you mathematics. Play an enormous 
range of video games. Even play a piece of 
musk to soothe your worried brow. 

In fact, you and VIC can do almost 
anything better Keeping records of family 
finances, sorting out and working out 
household accounts, being one step ahead of 
the bank manager or helping your own 
business be more businesslike, 

VICk THE BEST, BY FAR. 

Contrary to popular belief, computers 
are really ratrter friendly VIC is particularly 
easy to understand. Its what the computer 
people call 'user friendly The typewriter- 
type keyboard is easy to use. It even tells 
you about mistakes you might make. 

If you're technically minded, here’s a 
reminder. VIC has a 5k memory expandable 
to 29k, (That means you can put in an almost 
endless amount of information.) 

But what makes the VtC the best home 
computer by far are features that are just not 
available in most other home computers. 
Features like colour, computer graphics and 
sound. 

PLUG IN AND YOU'RE OFF. 

VIC plugs in to any television set, colour 
or black and white. <VNfe even fit a 13 amp 



plug, so you can play with VIC right away) 
You don't have to learn a special language, 
VIC speaks English, just like you. With the 
help of our handbook, you will begin to feel 
at Fig me to the world of computers in no 
time at all. 

COMP UTE R 

SUPERMARKETS 

GUARANTEE. 

Buy through Computer Supermarket 
and you get exactly what's promised. We 
guarantee you that. 

Every machine is thoroughly 
tested before it’s despatched, 

And every machine is guaranteed 
for twelve months on parts and 
labour (Not that you'll need it, 
of course.) 

In the unlikely event that you 
don't want to keep your VIC, 
just return ft* in its original 
packaging, within 30 days and 
your money will be completely 
refunded. 

FREE PROGRAMS. 

Apart from the more practical things 
like accounting, and the more pleasurable 



things like video games, you can put VIC to- 
literally hundreds of uses. 

There are pre-recorded programs on 
many different subjects. You can develop 
your own programs and store them by using 
ordinary cassette tape. 

The special Commodore cassette 
deck Is on offer at only £44.95. If you buy 
VIC and the deck together well send you a 
6 program pack to start you off that's 
absolutely free, 

YOUR FUTURE WITH VIC 

It's a big step Inio the future, 
0 U nder stand i ng the fut u re . 
having fun in the future. Even 
saving money in the future, 
Every member of the family 
especially the young, will feel at 
home with VfC right away So 
send in the coupon. We Ye sure 
you'll find the best home com- 
uter in the world wilt make the 
world of difference to you and your family. 

Computer Supermarket Ltd„ Unit 8, 
Southfokls Road, Oakley Hay Industrial 
Estate. Corby Nort hints. Tel; (0536) 744015. 
Reg. No. 2646589. Prestel No, 400400. 



Computer Supermarket ltd.. Unit 8. Soulhfokls Hoad. Oakley Hjy Industrial Estate, Corby, Morthams 

Please accept my order for VIC 2£ft at £189.95 each inclutivt of packing, carriage and insurance. 

Please send me_ Cassette Decks at £44.95 Incl Free 6 program cassette tfVIC 20 and Cassette Deck ordered together 

* Please debit my Acc*WBai^ytard/Amerksan Expresi/Diners Card, Account no, 

■_! enclose C h«]oe/P.Q . 



Please allow t wen tp-one days for delivery "Credit Card orders tin be telephoned to (OS it) 7+4015 anytime 
Mime: Mr/Mn/Miss 



Address: 



f r^MOi 



A. 



Signature 



c aa \ : 

S t 



>PQ 



VIA 



M l- 



| A Com modore Appointed V^G Dealer. Please make remittances payable to Computer Supermarket Readers Accoopt^ Jj 

Circl* No 112 
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2B PR J NT TAB£ 20 >? ^'RlNT l, PWy M 
30 FRINTsPRINTTAB* 15 >5 s F'RlpT 11 SPACE fNWIiFRS" 

40 PRINT 

50 PftINTTATft 9 >r sPRINT n ScoHfe 1500 f or extra base 1 ' 

60 FOP: y^20S8+4B TO 205S+3 STEP -1 
70 POKE U » 181 3 POKE U-l> 32 SPOKE UU*32 
80 FOR D=1 TO 100 - NEXT 

90 NEXT V 

91 FOR V=-2058+24 TO 2050+48 STEP 1 

92 POI E Vi J.S1 5 POKE U+ :l. * Si : POKE U- 1 » 32 

93 FOR D=»l TO 100: NEXT D 

94 NEXT y 

95 FOR V=2058+48 TO 2058+24 STEP -1 

96 POKE M T 181 = POKE V - i 1 89 s POKE '7+ I, n 32 

97 FOR D=1 TO 100 5 NEXT D 
9B NEXT y 

99 POKE 2058+24 w 32 

108 PR I NT" The object of the £a*e is to destroy the"? 

110 PRINT 11 advancing ale ms before tbav land on earth" 

120 PRINT" You have 3 bases to start with and if you 
130 PR I NT "manage to score 1500 points you will be 11 ; 

140 PR I NT "awarded an extra base" 

150 PRINT "The kevs which Move vour base are the rig" 5 
160 PRINT"ht arrow to wove vour base ri^ht and the 1"? 

170 PRINT "eft arrow to Move vour base left and the "J 
180 PRINT" space bar to fire " 

190 INPUT "PRESS ANY KEY TO CONTINUE "?N$ 

200 CLS 

230 PRINT "LINEiSL INESL I NESL I NESL INESL I NESL I NESL INESL I NESL I NESL I NESL I NESL I NESL 1 NES 
LINESLINESLINESLINESLINE5LINE3LINE5LINE5LINESLINE5LINESLINESLINESLINESLINESL INES 
LI NESL INESL INESL INESL I NESL I NESL INESL I NESL I NEEL INES" ? 

231 PRINT"LINESLINESL I NESL I NESL I NESL I NESL INES" 

240 PRINT " ANDFREFREFREt space ship scores random score" 

250 PR INT"L INESL I NESL INESL INESL INESL I NESL INESL INESL I NESL I NESL I NESL I NESL I NESL INES 
L INESL INESL INPiSL INESL I NESL I NESL INESL INESL I NESL INESL INESL I NESL I NESL I NESL I NESL INES 
LI NESL INESL XNE5LIMESL I NESL INESL I NESL INESL I NESL INES" ? 

251 PR INI "LINESLI NESL I NESL I NESL I NESL I NESL I NEB" 

260 PRINT" Tor row of aliens score 50 points" 

270 PRINT "L. INESL I NESL. I NESL I NESL I NESL I NESL I NESL INESL I NESL I NESL I NESL I NESL INESL INES 
L 1 NESL I NESL I NESL I NESL I NESL I NESL I NESL I NESL I NESL I NESL INESL. I NESL I NESL I NESL I NESL INES 
LI NESL I NESL I NESL I NESLINESLINESL INESL I NESL I NESL INES" f 

271 PR I NT "LI NESL I NESLINESLINESL I NESL I NESL INES" 

2B0 PRINT "Second row of a lei ns score 30 points" 

290 PRINT" L INESL I NESL I NESL INESL I NESL I NESL INESL I NESL I NESL INESL I NESL INESL I NESL- INES 
LI NESL I NESL INESL I NESL I NESL INESL INESL X NESL, INESL I NESLINESLINESL I NESL I NESL I NESL INES 
LI NESL INESL I NESL INESL I NESL INESL I NESL I NESL I NESLINES" ? 

291 PRINT" LI NESL INESL INESL INESL INESL I NESL INES " 

300 RFC I NT "Third row of aliens score 15 points" 

310 PRINT" LI NESL I NESL I NESL I NESL I NESL INESL I NESL I NESL I NESL I NESL I NESL I NESL I NESL INES 
LI NESL I NESL I NESL I NESL INESL I NESL I NESLINESLINESL INESL I NESL I NESU NESL I NESI. TNESI I NFS 
LINESL I NESL I NESL I NESL I NESLINESLINESL INESLINESL J INES" f 

311 PR I NT" LI NESL I NESL INESL. I NESL I NESL INESL INES" 

320 PR INI" Bottom row of aliens score 10 points" 

330 PR INT"L INESL INESL I NESLINESLINESL I NESL INESL I NESL INESL INESL I NESLINESLINESL I NES 
LINESLINESLINEBLINESL INESLINESL I NESLINESLINESL INESL I NESL I NESL I NESL INESL I NESL INES 
LI NESL INESL INESL INESL I NESL INESL INESL I NESL I NESL INES"? 

331 F'RINT" LINESLINESLINESLINESL INESL INESL I NES" 

332 INPUT"PRESS ENTER TO CARRY 0N H ;C$ 

340 CLSs CLEAR 10000IDIM A< 2 r 1 ) = SC^2058s HI^64 




1 



7 






1 HS=0 
10 CLS 
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This is the game that needs no 
introduction. Can you stop the 
advance of the "green, meanies" 
from outer space. 

Sat in your battle tank, dodg- 
ing deadly fire from the oncom- 
ing hordes of alien horrors Dart- 
ing out from behind your crumbl- 
ing defence wall to zap one ot 
their leaders before he gets too 
close. 

The abject of the game is to 
destroy the advancing creatures 




BATTLING 

before they can land on the 
Earth, You have three bases to 
start with and if you manage to 
score 1 r SOO points you will be 
awarded an extra base. 

The keys which move your 
bases are the right arrow and the 
left arrow and you fire by depre- 
ssing the space bar, 



This game by Terry Brown and 
Karl Parker, runs on a Nascom 2 
and is a good likeness of the 
arcade game which gave its 
name to a whole genre of 
machines, 

The fate of the Earth is in youT 
hands. 

The large area of this listing 
which reads LINES' 1 is a Nas- 
Basic Reserve Word'*. For each 
' Lines'' replace it with a CHR$ 
(152); graphics symbol. 




350 WIDTH 255 

360 B*“" JJJ rsB*« 3 '\LlNESDEFLINES/ M 
370 

388 DIM K6.3-2) 

390 FOR A=3328 TO 3348 STEP 2 = READ H 
400 DUKE AfBsNEXTsDOKE 4100*3328 
410 BA*=" LE TREAD " 

420 FOR A=1 TO 2 1 READ A*< A *0 > = NEXT 
430 FOR A" I TO 2 s READ A*(Arl)SNEXT 
440 FOR A^0 TO 3 - READ P<A)SNEXT A 
45B FOR A“0 TO 6 -READ Ci A >sNEXT 
460 BN=3 s PT =0 

470 A^fc— "SCORE *= 0 *SPACE INVADERS* 

480 A$^A* + ,f BASES LEFT 11 2 FOR A^l TO LEN< A* > 

490 POKE 3018+ApASC< MID*( A*rArl > >3 NEXT A 
506 FOR A-0 TO 2 s POKE 30/ u+A* 170 = NEXT 
510 FOR A-l TO 4= FOR £=13 TO 14 
526 SCREEN A*1 1-5* B=PRINT B$?2NEXT Dr A 
536 BP-i - GOSUD 640 
540 GOSUB 550 - GOTO1780 

550 ST-0SKB=0SFOR A=0 TO 6 2 FOR B-0 TO 3 
560 I<AfB»0>*INT<RNDf 1 )*2> 

576 U Ar 8*1 >-A*6+4sI( ArBr2 ?^B*2+2+IH 
580 NEXT B * A 

590 FOR Y-0 TO 3 s FOR X=0 W 6 
600 GOSUB 1550 

610 NEXT X* YsX«0 = Y”02 BH-0:KB=i 
620 ST*lsIH-IH+l= IF IH>4 THEN IH“4 
630 KB“ 1 : RETURN 

640 SCREEN BP* 15 = PRINT BA* 5 s RETURN 
650 IF MP>1 THEN 670 

660 SCREEN 1 , 1 SPRINT " ANDFREF REFRE+" 

670 MP=HP+1 3 SCREEN 1 * 1 CPRINT CHR*<22)r 
680 IF HP- 49 THEN MS-0 
690 RETURN 

7 @ y it ■= 0 - r. - 1 j c f;- r t.3 ) * I f C =0 THEN f ■: ETI.I R f" 1 
“U^ IF rsp THEN D“-l 
720 IF C=IP i HEN D” t 

730 IF 03$ AND SH^0 THEN SH-:I * SX*8P+2* SPM-3 

7 40 IT BF'+EKl OP DP+D > 42 THEN D=0 
7.50 BF-BP+D 

760 SCREEN BP* 15 s PRINT BA*? 

770 RETURN 

700 FOR C-0 TO 6s IF SHf C )-0 THEN 95© 

790 P=SC+3F'< C ) ♦-HI *SH< C > 

800 POKE P-HI * 32 

810 IF F'tEK< P >< >32 THEN 090 
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THEN 



920 POKE r?I^4 

830 SH( C )^SH< C )+l s IF BH< C •< 15 TH 
S40 SH< 0=0: POKE Ft 32 
G50 NEXT C 

SAfl FOP TO ASTF qH' r ^0 THEN RFTI IPN 

870 NEXT C 
3 OR BM=03 RETURN 
890 IF SHt Q )< 14 THEN 970 
900 SCREEN It 15 SPRINT CHF-*< 27 >f 
910 FOR T=1 TO 500 s NEXT 
920 BN-BN-iaPOKE 3060+BNr32 
930 SH< C >«0 
940 IF &N“0 THEN 1000 
950 SCREEN BP f 15 a PRINT BA*; 

960 RETURN 

970 FOR S”1 TO 5= IF PEEKt F >=C< S ) 

980 NEXT: GOTO 040 

990 POKE P srC( S+l > = SHC C >-0 sCOTO B 
1000 FOR N te L TO 16 a PRINTS NEXT 



870 K 

380 I 
890 ] 
900 £ 
910 F 
920 I 
930 £ 
940 
950 £ 
960 f 
970 f 
980 i 
990 F 
1000 
1010 
1020 
1030 
1040 
1050 
1060 
1070 
1080 
1090 
1 100 
1110 
1120 
1130 
1140 
1150 
1160 
1 170 
1130 
1190 
1200 
1210 
1220 
1230 
1240 
1250 
1260 
1278 
1200 
1290 
1300 
1310 
.320 
1 32 J 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1 450 



THEN 990 



SCREEN 



: PRINT CMftfc* 27 >? 



PRINT "THIS IS THE END OF 
PRINT "AS WE KNOW IT!" 

GOTO 1518 

p«SC+£X+HI*£P 

IF PEEK* P >032 THEN UM 

IF PEEK* P+HI >“25 THEN POKE 



THE END 



KNOW 



CIVILIZATION 



P+HI r 32 



POKE Pp25*SF=3P-lsIF SP“-i THEN 1106 
RETURN 

POKE Pr 32 rSH^Os RETURN 

E*h s 0 s return 

FOR A=0 TQ 6= FOR B=0 TO 3 
IF XCA»B»0)<9 THEN 1290 

IF SP< K A r B >p 2 >-l OR SP>I<A*B*2) THEN 1290 
IF SX< K A * B r 1 > OR SX > IC A n B v 1 >+4 THEN 1290 
SCREEN I< A*Btl ) f I( AtB-2 > SPRINT 0*5 
SCREEN ICApBrl)»ICA»Bp2)-4 l s PRINT 11 /”DEF"\" 
FOR D5-1T0 2B s NEXT D5 

SCREEN ICArBri >pI(AtBf 2 > SPRINT " " r 

SCREEN I( At B*1 >*I< A,Br2 HI SPRINT *' *'i 

T=P( B >: PT^PT+T 

IF PT-KI500 AND PT> “1500 THEN COSUB 1500 
A*-8TR*< PT )sFOR C=1 TO LENC A* > 

POKE 3025+Cr ASCC MIP&C At 1 ) HNEXT C 
K AtBtS )“-l :3H=02POKE P+HI f 32 
FOR A=0 TO 6 i FOR TO 3 

IF ICAfBr0>>«0 THEN RETURN 
NEXT B t A s SH=0 - GOTO S50 
NEXT Bt A 

IF PEEKCP>=184 THEM1320 
IF SPC13 THEN POKE P+HI * 32a GOTO 1360 
POKE P t 32 E POKE P+HI r 32 
FOR S“0TO6 = IF 5X-SPC E ) THEN1358 
NEXT S 

SHt S >=f0sSH-0: RETURN 
IF SP>0 THEN SH^B 2 RETURN 
T= I NT ( RNDC 1 >*501 HPT=PT+T 

IF F'T“ T < 1500 AND PT>^1300 THEN COSUB 1500 
A*=STRt< PT >5 FOR C = 1 TO LENt A* > 

POKE 3025+C if ASCC NT DSC A* * G * 1 > > = NEXT C 
SCREEN 1 # 1 SPRINT CHR*<27>? 

HS=0s RETURN 
BB=INT< RND« l >*7 > 

IF SHC BB > >0 THEN RETURN 
FOR C“3 TO 0 STEP -1 



- 




1460 

1470 

1480 

1490 

1500 

1510 

1520 

1530 



IF I< BB r G r @ > >— 0 T HEIN 1480 
NEXT C£ RETURN 

SHC BB >-I( BBpC,2 )+l =SF'< BB >“I( BB,C, 1 > + 2 
s RETURN 

POKE 3060+ BN, 170SBN-BN+1 s RETURN 
SCREEN 10,9 



PRINT "TYPE 4 ENTER 4 FOR ANOTHER 
A“USR< 0 ) = IF A< > 13 THEN 1530 



CANE 1 



1540 


RUN 








1550 


IF 


ST“0 


THEN 


1730 




1570 


IF 


MS”! 


THEN 


GOSIJB 


650 


1580 


IF 


HS=1 


then 


GO SUB 


650 


1590 


IF 


HS“1 


THEN 


GOSUB 


650 


1600 


IF 


KB= 1 


THEN 


GO BUB 


700 


1610 


IF 


KB = 1 


THEN 


GOSUB 


700 


1620 


IF 


KB=1 


THEN 


GOSUB 


700 


1630 


IF 


BM~ 1 


THEN 


GOSUB 


780 


1640 


IF 


BM- 1 


THEN 


COSUB 


780 


1650 


IF 


DM“1 


THEN 


GOSUB 


780 


1660 


IF 


RN1K 1 >>0,4 


THEN 


GOSUB 1430 


1670 


IF 


CH-0 


THEN 


1718 





1683 

1690 

1700 

1710 

1720 

1730 

174g 

1750 

1760 

1770 

1780 

I vna 

J- jp J *u 

1000 
1810 
1 C20 
1830 
1040 
1853 
I860 
1870 
1880 
1890 
1903 
1910 
1929 
1933 
1940 
1950 
1960 
1970 
1990 
2300 
2013 
2020 
2B30 
2040 
2050 
Ok 



FOR 2" 1 TO 16= IF SH=0 THEN 1710 

GOSUB1050 

NEXT 

IF I( Xt Yt 0 )<0 THEN RETURN 

IF MS—0 AND RNIK 1 >>0.99 THEN MP*1=MS=1 

SCREEN HX,Y,i>,I(X,Y,2) 

PRINT A*< i P U XrYf e > >; 

SCREEN I{ X» frl > f ICXrYr2 HI 
PRINT Af( 2r IC X,Y,8 ) >P 
RETURN 
F=0 

F OR Y ™3 TO 0 STEP -1 -FUR X-4 TU 0 STEP - 1 
IF I(X,Yp 0X0 THEN 1040 
I< XrY,0 >“1-37 Xp Y,0 > 

I C X * Y v 1 >=I< XpYpI Hb 

IE I( XpYp I OR K X,Y, 1 >3*42 THEN F*1 
CO CUB J550 
NEXT XpV 

IF F =& THEN 1780 
F =0 

FOR Y=3 TO 0 STEP “1 -FOR X=6 TO 0 STEP -t 
IF I ( X » Y y0 X 0 THEN 1920 
I C X , Y p 2 >" I( X t Y p 2 )+l 
IF IC X p Y , 2 )=14 THEN F=1 
GOSUB 1553 
SCREEN I( XpV p l )p I( X 
PRINT M "t 

NEXT X 
NEXT 
IF F 

DATA 289 p 1548 r 13833 * 8960 r- 1264 
DATA 25055 p 312 , 18351 , 10927 r - 8179 p 233 
DATA 
DATA 

data 

DATA 32, 201 p 21 9 p 255 ,246, 228 r 32 



)--l 



Y 

= 1. THEN 1003 
GOTO 1788 

289* 1548 r 13833,8960,“-! 
25055 f 312 r 1835 1 * 10927 , 



UAL 

hv 



" LET JtrREAD " > 

" LET t OREAD "> 

50 p 30 , 15 , 10 

32 , 201 p 219 1 255 , 246 



hv 

UAL 
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What would I do with a computer ? 





lc*i ll lhL^hililrir nuLtiHnirn ' keep a U’Un pi future ^ItiuwUBU ffL) "C ji-ih^utoll tout ciijirctHin, 

CktosMBWhai* .trad py«l ernifc f™*1 L‘mfl**”Har*i(H 






Nil mil uni'll ire Lit iw l> <r I ■■t’ 1 '’ 



,ir>d Htu hs'Mimr .in w ■ ih iI 



Inil .i crejtijjipciM h-Mitm 



The f i rst personal computer 

» to £6995^ 



Ihk K \ VI (w -t spuniJh 
isic mf trim v L ,ir**ii»irT 
hn, If |jrnr ■ LW fl? 
■ fhcM pmjnirnii 

iWUJireinw unit 



can do with a perso > m p r and even 

Wc made it our business to llnd not only 
the besi-value-for-money computer on the 
market, but also the best books to enable you to 
progress from a beginner to an advanced user 
And W.H. Smith is th e only re la i E c ham w he re you 

I he Sinclair /X81 isa masterpiece ofde sign. Which is / 

why it can carry out .programs you’d normally expect from more 

Although the ZX81 is last and powerful, its also sirnpL’ to 
W ahin hours you can team to run programs and within a week you 
co u Id be wn n ng \ ou r 1 >w n com pi e x program s. A E t y o u need is you r o w n TV 
(any model that receives BBC2) and a cassette player when using 
pre-programmed cassettes, And W.H. Smith have a range available I mm O 95 each 

So Like your lirst steps in computing at W H. Smith and make your life easier to run 



WHSMITH m 



fncfMinrrecl at 
time fit lining [ci press 



vaiuiiif ni ihrM- hridi h'.A null - Mini., luii > I i . i ■- > i tr,: i ?i FkJNmiJ Buimlvjil bimin^cki'i'i HnluHi ttmirncHMiulfi Biackncll Hiiimlii a *»i HnuHonlK.*rkpN > Brant Cnrtn BnghWfl InMOl Broad H k: ml HflMlik* 

Ekuq^cn MjII Ekirnkj CePlhndlC t m»|i Vwl f iini^rtKini t. infill r’erlislc Chalnum Clid’niiliml f hiwUr (■■iiKheslrr (‘hipivphiin* (’• ill. CiciliCt C'mL'rtlft C'tmlQf • CM)Am • flaAfllfMM • Bflhr Unreutci 
[ jtiins ISriv*J'i*uj kdMtwiiAlf ElMiBurah Fliluini ‘EjSCtJf CikHWCrter iiuilUlunJ IfcwiniiiNnilh I tonics I 4 anrapek I (irUcpuiil t ItHiid | tanipslcjid I kil*r;ma him Hull Itfunt Ipswich KcnvinRkKi l£ idiknninilf? 
king's t sun kii^we* LcaiiHfigHjfl Spa LetdS- ■ Lefcrscir I . ■ 1 . 1 1 ■«, r 1 rl h | (wislum I mcnin | iscijhkiI I jnj|*hhiifnuyh | nwntaifl ■ ulon Vljcckedicld MtaJi’nluud MaiddEH Menrhcctei Maltltahmugii 
Milkm Kerne* k t u, Lj Mlc Ncwtun ANhCil NiMhiinpiOII • NflPMCh Nrnieinjhniil L«*ri*lrtC- Stoftilfllwn Yie tneii Grpaiglpni ftxltinl frlerbomuRh rij,mnulh ftmMrae.1 Iftml* Phrismaidh ISitnrr RchIm- R ichinaNf 
R Milford SuhnNm Shell*. Ill Skwit'i Salihul 'umltafniXoii SckjI1i.-il 1 SufltUil Slunk-. Sk’s nu*i: Sunkpurt ShhCUin - SlniEfonf Slrfftthy-m iaiklertmU foiHn»i f' 1 ilriM<| S«iiiiIiiis luKimii Irllnrif Vml' m.1 
W Hrerw-iMl SSVil i. SV.ilv.^dmnlon WihuI Green Wmlk'ich WiHtaUei Wimhinu Wrctkun Y-nil 
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APPLE 




200 HONE i VTAB III HTAB 7 1 PRINT 
■ENTER I Of SECTIONS (2-th 

"l 

210 SET Mi FOR HI = 2 TO ti If 
At • STRI mo THEN PRINT 
Oft HONE i 6DT0 200 
220 NEIT i SOTO 210 
230 FOR J * 3 TO 4i5(J> ■ Oi NEIT 
i MV = OiSUl = iJl FOR J * J 
TO HIiB(J) * FN R(19) * 45 
i NEU t IF HI * 2 THEN SI3! 

* 0 

2 AO HV * FN RI42) ♦ 10i FOR i * 

I ID I5t IF NV » H1IJI THEN 
2t0 

250 NEIT i5(2> * 43 - HViHV * Oi 
SO SUB 480 

240 HOHE 1 HTAB 111 PRINT 'RANT 
TO 60 FIRST? *|i SO SUB 1)40 
270 SET Alt IF At * T THEN JOO 
2 BO IF Al * 'N* THEN 490 

290 GOTO 270 

300 HOHE i HTAB )3i PRINT 'IT’S 
TOUR TURN. ‘St 

110 FOR I * 1 TO HI i IF TBU) * 

TB THEN FDR P * l TO IOOOi NEIT 
I PRINT i HTAB 3> PRINT *t 6 
UESS TOO NHL CHOOSE SECTION 
•I* I'BIBti FOR P * l TO 45 
00 i NEIT i SOTO 340 
320 HE IT I PSIHT i HTAB 4i PRIHT 
'ENTER SECTION I, OR 0 FOR 0 
Ulti *| 

330 SET Alt IF At * "D* THEN TEXT 
1 HOHE l CLEAR 1 SOTO 920 
340 FOR I * 1 TO Nil IF At =■ SIR1 
111 AND 6(1 > THEN PRINT Bti 
SOTO 340 

350 NEIT i SOTO 130 
340 CSt = *'i FOR i * 5 TO 0 STEP 
- Ii If SBlIpS) THEN CSt » 

CSI * STRI It - BM ■ *t SOTO 



370 CSt ■ CSt ♦ " 

ISO NEIT i POKE 34,15i HOHE t HTAB 
)Sl PRINT LEFT* IC5t,4)i HTAB 
18. PRINT HIM (051,7,41 

190 If TBU) * 1 THEN PRINT i HTAB 
2t PRINT 'NOT WCH CHOICE! I 
'LL HOVE FOR YOU. 'BtBH SOSUB 
UJOiNV = SlIliSUI = Ol SOSUB 
484 i SOTO 470 

400 PRINT i PRINT 'THE PIECES IN 
SECTION '|I|' ARE 8KD8N ABC 
VE.'l POKE 14,20 

410 PRINT 'ENTER TOUR HOVE AS I- 
3 ADJACENT DI SITS' i INPUT ‘I 
N ASCE NOINS ORDER, 4 HIT 'RE 
TURN' I'jAtl IF LEFT! IAI,1) 

. THEN TEXT t HOHE t CLEAI 
i SOTO 920 

420 FOR i * I TO I5i IF LHt(J) » 

At THEN SOSUB 820> SOTO 450 

430 NEXT 

440 HOHE 1 FLASH I HTAB 5t PRINT 
•THAT HOVE DOES NOT CONFUTE! 





I140i FOR P * 1 TO 2000) NEXT 
i IP T| * 0 THEN 840 
400 NV > Oi 60BUD 480 
490 HONE i HTAB Ml PRINT 'IT'S 
HV TURN, 'Bt! PRINT i FOR P * 

1 TO 15001 NEXT I IF TB C 5 OR 
DF > 3 THEN 510 

500 IF DF ■ 1 OR I RND ID > .5 AND 
TB ) 7) THEN 440 

5)0 POKE BL,OIi POKE D3, FN 6IS< 

Dll FDR J ■ 2 TD Nil POKE 0 
1, PEEK (Dili POKE D2, FN 6( 
SiJ)li CALI OSi NEXT JlSUH * 

PEEK (03> 

570 IF NOT SUN AND TB ( 5 THEN 

FOR P • 1 TO IOOOi NEXT t PLASH 
l HOHE I VTAB 15l HTAB 15. PRINT 
■I DIVE UP! 'I SOSUB 1140 i SOSUB 
1170. NORHAL i SOTO 840 
530 IF NOT SUN THEN 440 
540 IF TB < 1 THEN HTAB 3i PRINT 
'SORRY ABOUT THIS NEIT HOVE, 
BUT... 'i SOSUB 1120) SOTO 5 
40 

550 IF TB < 5 THEN HTAB 3i PRINT 
>1 DON'T THINK HUCH OP YOUR 
CHANCES! ‘I 6051)1 1110 
54,0 FOR P ■ 1 TD 500i NEIT i POKE 
Ol.SUNi FOR I * 1 TO Hit POKE 
t 02, FN BIBUDi CALL DBi IF 




‘1 NORHAL i PRINT i SOSUB II 
40i GOTO 410 

450 IF NOT OK THEN 440 
440 HV - HT(J)lSU) * S(I) - HVt SOSUB 
480 

74 HOHE ; HTAB 4i PRINT ‘YOUR H 
OVE IS DISPLAYED ABOVE, 'i SOSUB 



FN SISUI) > PEEK 103) THEN 
580 

J70 NEXT i STOP i REH PROBRAN ER 
ROD 

5B0 NS * PEEK 103)1 FOR 3 * 1 TO 
|5, SOSUB B20i IF NOT OK THEN 
400 

590 IF FN SISUI - HTUD 1 NS THEN 
410 • 

400 NEXT i STOP i REN PROSRAH ER 
RQR 

410 HV * NTIJMBUI * BU) * HVi SOSUB 
460) HOHE i HTAB 2i PRINT '1 
■ VE REHOVED *TT PIECE')! IF 
TH > 1 THEN PRINT 'S'| 

420 PRINT ' FROH SECTION 'IVi SOSUB 
ti40i FDR P * I TO 2000 i NEIT 
i IF TB • 0 THEN 1030 

410 HV • Oi SOSUB 4B0i 60T0 300 

440 FOR P • I TO IOOOi NEIT 

450 1 • FN RIND * li If NOT SI 
I) THEN 450 
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GAMES 



t all the latest APPL 



Soft mare 



GAMES here! 



Why Wait - ATOMS i n Stock 
Contact the ACORN SPECIALIST IN YORKSHIRE 
New Hardware 

ACO R N G P-80 Printer + Cable £232 00 

ATOM Word Pack ROM £ 30 00 

'ATOM Word Processor = Expended ATOM 4 
G P'80 + ATOM Word Pack BO M + Cable £475 00 

■Extra Memory per IK £ 3 20 

New Software frpm ACO RMS OFT 
'GAME! Asteroids + Subhunt + Breakout E 11-50 

h GAME 2 Dogfight + Mastermind + Zombie £ H.50 

r GAME 3 Ret trap + Lunar Lander + Black Box f 1I.&D 

"GAME 4 Star trek + Four Row + Space Attack C n.5€ 

‘GAMES Invaders + Wumpus +■ Fteversj t 11.50 

‘GAME6 Dodgems + S i mon + Amoeba £ 11 50 

'GAME? G reen T hififls + Bal listics + Snake £' T 1 .50 

‘GAMES Stargate + Go- M uku * Robots f 11-50 

1 S OFT VDU New cha rac ter set desig n £11.50 

' MATHS PACK 1 .MATHS PACK 2-MATHS PACK 3. £ n .50 

"UTILITY PACK T. Disassembler + Fast COS + Renumber C 1 1 .50 

* ATOM D AT A B AS E Versa tfle& efficient t 11.50 

■PEEKQ-Processor Simulates micro £ 11.50 

■ATOM FORTH Full implementation E 11.50 

‘ATOM FORTH User's Guide £ 5-00 

BOOKS 

‘ATOM Business by J. Phipps £ 

‘ATOM Business [Cassette! € 8-63 

‘The ATOM Magic Book £ 5,50 

"Getting Acquainted With Your ACORN ATOM E 7.95 

ALL PRICES INCLUDE UK PEtP + VAT WHERE APPLICABLE 



Raster Blaster , * , . . „ ....... .£1 6.95 

Have your own pinball machine within the Apple II. 

Ap ple Panic T ........ - Cl 4.95 

Don't let the apples eat you as you. race up & down the 
ladders 

Pool 1.5 ..... €18,95 

Play pool on your Apple, improve your game, 

Zprk * ... ..£24.95 

The best adventure game yet 

Sneakers .£16.95 

There are Sneakers, Cyclops Saucers, Fangs, 
H- Wings . . . and more 

Autobahn F * . .£14.95 

Drive your car down the Autobahn, avoid collision! if 
possible. 

E poch £19.95 

Guide your spaceship through the galaxy. Shoot down 
the aliens, go through time warps, refuel on friendly 
bases. 

Gorgon ........... + ..... + ... + ■ .£24.95 

The Warp Factor £24.95 

This galaxy game is one of the trickiest on the market, 

Cranston Manor .£17.95 

The latest in the Hi-res Adventure series. 

Peg asus II £17.95 

Missile Defence ,£T 7.95 

Defend the cities against racket attack. Three ground 
bases. 

And of course we stilt have alt your favourites: The 
Galactic Saga, Alien Rain , Alien Typhoon , Snuggle, Ofd- 
orfs Revenge, Draw Poker, The Wizard 3 the Princess . . . 

3 tots more. £11 pricn plus VAT. postage 4 poking lr« 

_ _ _ _ Dealer Efwquirte* Vfflleame 

Contact: DDfl CnffiiiQiia 



ELTEC SERVICES LIMITED 
232 MANNiNGHAM LANE 
BRADFORD B08 7HH 
TEL: 0274-491372 



15 Jocelyn Road Richmond TW9 2TJ 
Tel: 01-948 0461 
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FROM THE PUBLISHERS OF THE BEST 




SELLING BOOKS FOR THE SINCLAIR COMES: 

Understanding 
Your ZX81 ROM 



But Also. 

PROGRAMS FOR THE 
SINCLAIR ZX81...IK 






i j ( 1 Plus special section: How to use machine 
*** iBlf code routines in your BASIC programs. 

| 1 11 by DR. I. LOGAN, 

lil II 1 Dr Logan was the first person to dissass 

| [ J embte the Sinclair ZX80 Monitor and was 

r I I 1 '! the CO author of the ZXB0 COMPANION. 

/ 1 ; In UNDERSTANDING YOUR ZX81 ROM 
Dr. Logan illustrates all the facilities of the 
i I 2X81 Monitor, how it works and how you 
1 ID j can use it \n your own programs. 
V'* t | | A special section shows you how you can 
"V 1 ^ > |J n squeeze more power into your 2X81, 
U by using machine language and machine 
i [ Iff language subroutines. 

I! 1 j I An essential book for those who really want 
llil to understand the full workrnq of the 
9 SINCLAIR ZX8 1 . 

Published by MELBOURNE HOUSE PUBLISHERS LTD 
Send Stamped, self-addressed envelope for FREE catalogue. 

THE ESSENTIAL SOFTWARE COMPANY I Visconti Ltd' m m 
47 Brunswick Centra, London WtCN 1 AF 101 -837 3154) TisC I 

□ Please rush me NOT ONLY 30 PROGRAMS FOR THE 
SINCLAIR ZX81 IK at £6 95 each 

□ Please also rush UNDERSTANDING YOUR ZX31 ROM 
by Dr. I Logan at C8. 95 

i enclose a cheque postal order for £ ■+ 50 p post and parjh 

Name ... ... 

Address . 



™ ...does this book contain over 
30 fully debugged and exciting programs, 
every one of which will fit into the basic IK 
memory of your Sinclair ZX81 - including 
programs such us STAR WARS. LUNAR 
LANDER, BLACKJACK, MINI ADVEN 
TURE. DRAUGHTS. BREAKOUT. 



Detailed explanation of how 
these prog rams were wri Hen 

Lots of hints on how 
you can write exciting 
programs for your y 

ZX81 h 

Numerous space // 

saving techmques jl 

obviously invaluable to // 

the ZXB1 owner. // 

PEEKS and POKES I 

and ail the other ft 

'complicated 1 func- 
tions are clearly 
explained. vE 

MUCH, MUCH » 

MORE.,. ^ 
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MO J * FN Rill) ♦ li 8D5UB BZOi 
IF NOT 0* THEN 060 
070 GOTO OSD 

*00 TB * Oi FOR J ■ l 10 OlTBIJ) * 

Dili * S(J): FOR B * 0 TO St 
T » n i 2iTl ■ TiSBU.B) * 

SEN IT - TlllTIM) * TBU) * 

SB (J, 1)1 NEXT tTB ■ IB ♦ TBI 
J)l NEXT I IF NOT NO THEN 7 

00 

690 TH ■ OlTl * HVi FOB B - 0 TO 
5il • U / 2tll * TiNBIBT = 

SEN (T • TDlTN • TN + NBIB 
)l NEXT 

700 FDR J * I TO 4iSTtlJ) * **» FOR 

1 . 5 TO 0 STEP * 1) IF J < 

> I THEN 7JD 

710 IF NOT NV THEN 730 
720 IF NBIB) THEN ST6U) * SHU 
!♦*□*> BOTO 7 SO 
730 IF SBIJ.B) THEN SHU) = SH 
(J| + ■! ’t GOTO 7 SO 
740 SHU) * SHU) ♦ V * 

7S0 NEXT i NEXT 

7M J * 2lK * IlL ■ It GOSUB 770i 
j • 3)L * Tt SO SOB T70lJ * 7 
iK . 4iL > it GOSUB 770 iJ • 

StL • 7i BOStiB 770) BOTO 780 

770 PRt(J> * 1 1 * WO* tSHIK), 
L,4M 1 * ‘ * NISI «M« 

♦ 11,1,4) ♦ * I ‘ * BIBI 
(STKK ♦ 2l,L,6Ti RETURN 
7 BO TEXT t HOKE i VTAB 2l IF M < 

4 THEN VTAB S 

700 FOR ) * 0 TO 4) PRINT TABt 

7)|PR4U)» N£«T I IF !H < 4 THE! 
BIO 

BOO FOR J * S TO 10t PRINT TAB! 

71 )PR4U) t NEXT 
BIO PONE 34, 1 St RETURN 
S20 OK • Oi PONE OL.OAi POKE 01, S 
(1)1 POKE D2,HT(J)t CAU G«i 
IF PEEK (S3) * NT(J) THEN 
OK > I 
B30 RETURN 
840 CLEAR iN • 5 
650 TE1T l HONE 

840 IF PEEK (17S) + 2S4 I PEEK 
(174) < BIS? THEN HBR > SOTO 
BOO 

870 VTAB I2t HIAB 13t IF N * 5 THEN 
PRINT 'TOO MIN' *1 GOTO 910 
680 PRINT *1 81N!*> BOTO 910 
890 ROT* Oi BCALE* 8 i S0EU8 980* 
BOGUS 990* OOSUB 1010) 6QGUB 
9B0i FDR 1 * 8 10 1 STEP * 

It SCALE- It 60BUB 940i NEXT 



900 SCALE- 8i BOSUB 990* FOR I 
1 TO 32 STEP 4i ROT- It BD5U1 
950 r NEXT I ROT- 32i G06UB 9 
90* ROT- Ol FOR I * 1 TO 8 i 
SCALE- It 80SUB 960) NEXT t 
GOSUB )000 

910 FOR I - 1 TO Si PRINT CHRP 
(7)i NEXT i FOR I * 1 TO 300 
Or NEXT 

920 GOSUB II )0> MAS 21) PRINT ' 

NANI TO PLAY ANOTHER BANE’ * 
ji GET Alt IF At * T THEN 
FOR 1 - 770 TO 906i READ J: 

NEXT i TEXT i HONE i BOSUB 
llSOi GOTO 160 

910 TEXT i HONE l VTAB lit NT AS 
7l PRINT "IT’S BEEN FUN PLAI 
ING KITH TOU.’t PRINT i HIAB 
7i PRINT 'SO LONG UNTIL NEXT 
TINE! ’i PRINT CNRt 17) I END 

940 GOSUB 9G0| GOSUB 970) GOSUB 
?8Gi RETURN 

950 GOSUB 990) GOSUB 970i GOSUB 
990) RETURN 

960 GOSUB IOOOi GOSUB 970* GOSUB 
1000* RETURN 

970 FOR J * 1 TO Site - PEEK ( - 
1631t)i NEXT i RETURN 
9SG XDRAH 2 AT 140, iOi RETURN 
990 XDRAN 3 AT 140,100) RETURN 
1000 XDRAH N At 140, 6Di RETURN 
10 10 FDR I - I TO It FOR J - 100 
TO 30 STEP - lOlK - 5i GOSUB 
1020t NEXT i FDR J - 30 TO I 

00 STEP IOiK > Si GOGUR 1020 

1 NEXT i NEXT > RETURN 
1020 POKE 768, Ji POKE 769, Ki CALL 

770i RETURN 

1030 CLEAR iN • 4i GOTO 850 
1040 HONE i HI AG St PRINT 'IN TH 
IS BANE, TOO AND 1 TAKE*. PRINT 
'TURNS REN0V1N6 PIECES FRO!) 

A DISPLAY* i PRINT 'SHOW! ON 
THE SCREEN. FRO!) 1-3 PIECES* 

1050 PRINT "NAY 8E BEHOVED AT EA 
CH TURN, BUT IF*| PRINT *2 0 
R 3, THEY NUGT BE ADJACENT E 
ITHER't PRINT ‘HORIZONTALLY 
OR VERTICALLY.*! PRINT 
1060 HTAB Si PRINT 'KHEH IT IS Y 

OUR TURN TO PLAY, CHOOSE' )i PRINT I 
’FIRST THE SECTION OF THE’ 01 
SPLAY 44HERE * t PRINT 'YOU HIS 
H TO HOVE, ANB THEN SPECIFIC 
*i PRINT ‘PIECES, WHICH YOU 
CAN PICK BY NUMBER.' i PRINT 

1070 HIAB Si PRINT 'THE FLAYER N 
HO TAKES THE LAST PIECE') PRINT 
•Of THE ENTIRE DISPLAY N1NS 
THE GAN. ‘l PRINT i HTAB 5t PRINT 
'YOU CAN VARY NY LEVEL OF GK 
ILL,* 



1060 PRINT 'AND CAN ALSO VARY TH 
E INITIAL HUNGER*) PRINT 'OF 
SECTIONS, FROM 2 TO 6. YOU 
HAVE't PRINT 'YOUR CHOICE, A 
FTER SEEING THE INITIAL'! PRINT 
•DISPLAY, OF GOINS FIRST OR 
SECOND- “ 

1090 PRINT 'THEORETICALLY, YOU C 
AN NIN EVERY BANE)') PRINT > 

GOSUB I I70l PRINT 'NIT ANY 
KEY NHEN YOU ARE READY TO PL 
AY.*t GOSUB 1)10 

1100 I - RND (Dll * PEEK I - l 
6384 > t IF I < I2B INN UOO 

1 1 10 POKE - 16368, Oi RETURN 

1120 POKE PI,233i POKE DU,l90l CALL 
BE I FOR PA > 1 TO SO) NEXT I 
POKE BO, 127 i CALL BEt POKE 
P],t90i POKE DO,29Si CALL BE 
t RETURN 

1130 POKE PI, ISO* FOR K - 1 TO 3 
■ POKE 00, 75 i CALL BEt FOR P 
A - I TO 50i NEXT l NEXT i POKE 
P!,22Bi POKE DU,255t CALL BE 
t RETURN 

1140 FOR I - 1 TO BiJ * 240 / It 
POKE PI, J] POKE DU, 1 * CALL 
BE I NEXT t RETURN 

1150 POKE P!,230i POKE DU, 255: CALL 
BE: RETURN 

1160 FOR K * l TO 300iL * PEEK 
IClh NEXT i RETURN 

1170 FDR P - I TO 3000) NEXT : RETURI 

USD PI - 748 1 DU - 769) BE t 7?0iC 
L - - 14336)01 > CHRI (7)i 
S3 - 79 1 1 0 1 > 792 1 OL * 795*0 
2 - 794)03 = 799: BA • 41lOX • 

73 

1190 61 = ’01121023120303341^2301 
32233032151003233403)2302123 
31320534254152': IF IEN (St 
) < ) 64 THEN STOP : REN E 

NTRY ERROR 

1200 DEF FN GUI • VAL I NIDI 
(GI,J ♦ I, l))l DEF FN RU) * 

INI ( RND (1) I J) 

1210 DIN LNIII51) FDR J - I TO I 
Si READ LHIIJIi NEXT 

1220 DATA 1,2,3,4,5,6,12,23,45, 
56,14,25,36,123,456 

1230 DIN MUST: FDR J ■ 1 TO 15 
l READ NTUti NEXT 
1240 DATA 32,16,8,4,2,1,46,24,6 
,3,36,18,9,54,7 
1250 PRIIO) * ' 1 2 

3'lPRIIIOI ■ ' 4 

5 4' 

1240 PRITI) • * 4 

I-IPMI4) • PRIUi|PRU4) ■ 
PRUDtPRII?) * PRtllllPRKS 
> • 'iimnmiiitmiMm 
llll't RETURN 
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RAINBOW 



PASSAGE 



Rainbow Passage is a first class 
example of how a board game 
can be brought to life on a com- 
puter screen, 

A simple strategy game, Rain- 
bow Passage makes good use of 
the Commodore VIC- 20's colour 
graphics facilities and the addi- 
tion of appropriate sound effects 
give a dimension which card- 
board games cannot match. 

Your objective is simply to get 
one of the diamond-shaped 
pieces at the bottom of the 
screen to the top of the board 
before the computer can move 
one of his tokens to the bottom. 

Taking alternate turns, you 
and the computer each move one 
of your four tokens forwards. 



either to the square directly in 
front or the one diagonally left or 
right. 

You go first and indicate 
which piece you wish to move. 
Then the computer asks which of 
the three possible squares you 
wish to move onto. The only rule 
you have to follow is that the 
colour of the square you move 
onto must be the same as one of 
the colours directly in front of a 
computer piece. 

These simple rules are the 



foundation on which you will 
build a cunning colour strategy. 
Ideally you should select a route 
to the other side of the board 
which will always put the same 
colour directly in front of you r 
taking care first to position your 
other three tokens so that they 
are behind the same colour. 

Should the idea of the compu- 
ter beating you prove unbear- 
able, fear not because the 
understanding VIC will let you 
cheat a little. But don't expect it 
to go unnoticed. 

Watch out when opposing 
pieces get too close to one 
another as the rules allow pieces 
to be taken — although it is not 
always good tactics. Also be 
warned that if you move a piece 
onto a square already occupied 
by one of your pieces, you will be 
penalised. 
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t REM VIC " £W 

| S- ■ 

9 REM 

1? fSi=1T012 
‘! r0K^*POKEP*.3. .31 

‘ll f^S^ 2228 ”^ 

|f p=g'+83+22#X 

StoSJKr«,z> 

,F w ' 

34 PRINT 3 Lt ^«™ngFffli«ifcROW * 

35 £SlS* TFft»=" "THEN36 

44 PRINTC* ; IFCtO U m ,. ; NE XT i RETURN 

45 G0T059 ni-i mi o : FRlHTTflS^ !■*>• 

s^eF® 51 ^ 

S ® S^o5ta»T052- »' 54.55.36-57,53 
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Newbear 



Newbear is the biggest Sharp dealer in the country. 

GAMES BOOKS. WORD PROCESSING. EDUCATION 
PRINTERS. DISCS. + THE LATEST MZ-808! 



MZ80-K48KRAM - 

MZBGK48KRAM 

MZ8QK-FD DUAL DISC UNIT 

M280K P3 PRINTER 

MZB0K105 SLOT I/O BOX 

Bl DIRECT V24/RS232 CARD 

UNIVERSAL I/O CARD_ 

RS232 I/O BOX WITH P$U . 

(SINGLE DIRECT NO I/O BOX RE 00, 0/P ONLY I 



GAMES 



C5 50 GUESS WORD - !6.50 flACENG 

£5.55 GUN - £b,5Q RACETRACK 

£5.50 HANGMAN - £5 50 RAIDER 

£5.50 HEADON - £5.50 REACTOR 

£5.50 HOME BUDGET - £5.50 RQAO HUNTER 

E 5.50 HUNTER KILLER - f5-50 RHTMtS 

£10.50 INTRUDER - £5 50 SHAPE MATCH 

£5.50 J.S, LINE 4 - £5.50 SHARP DEMUlGftA 

£5 50 LARGE DISPLAY - £5 50 

El 0.50 LIFE - fH.DO SHOWJUMPING 

r5.50 LUNAR - £5 50 SNAKES & LA DOEf 

£5.50 LUNAR LA NOE FT - £5 50 SPACE BATTLE 

£5.50 MAP OF ENGLAND - £5 5D SPACE INVADERS 

£5.50 MASTERMIND - £5.50 SPACE PURSUIT 

E8.00 Mi; MAZE - £fl.50 STAR TREK 

£5.50 MONKEY CLIME - £5 5C STDMPEfl 

£5 50 MORTAR ATTACK - C5 5D SUBMARINE 

£5.50 PATIENCE - £5.50 SUPER FIRE 

£5.5D POKER - C5-50 SUPER SIMON 

£5.50 PONTOON - £5,50 SWOP OMAN 

PRINCESS & MOWS TEA MAZE TANKWARP WALL 

f5.5Q - £5.50 TEN PIN BOWLING 

£5.50 30 - £5,50 TRADER SMITH 

ui.o. 



ANIMATE 

BLOCKADE 

BOMBER 

BREAKOUT 

camelot 

CATCH ZDOD.INVAOLfl - 

CHESS 

COMBAT 

CONCENTRATION 

CRI&BAGE 

DONKEV DERBY 

ELECTRONIC ORGAN 

ENIGMA 

EVASION 

EXECUTIVE 

EXPLORING AFRICA - 
FALL OUT 
FIREBALLS 
4 INAftQW 
FRUIT MACHINE 
GRAPHICS i MU SIC PACK 



DISSASSEMBLEfS iZEN COMPATIBLE! 

C 10.50 
£40.00 
[10.50 
£5.50 



APOLLO WORD PROCESSOR V 1.0 

- £24.95 CRYSTAL BASIC 

ANIMATE - £5.50 SUPER COPY 

CASSETTE DATABASE - [29,50 PROGRAM RUNG INDEX - 

BASIC EXTENSIONS - f 13.00 MUSIC COMPOSER-EDITOR 

AMEN50FT TOOLKIT - £35.00 

CP M (INCLUDES HARDWARE MOO.,. 

CP M DISC & FULL . 

documentation:! -ei50,qq 

ZEN EDITOR. ASSEMBLER - £19.50 

SHARP EDITOR' ASSEMBLER 

— £45 00 

ZENOOS - £3750 

SHARP MACHINE CODE TAPE & 

MANUAL - £22-50 



TYCOON 



SEND 
FOR FULL 
CATALOGUE 



BUSINESS PACKAGES 

STOCK CONTROL (DISC) - E 95.00 
MAILING LIST (DISCI - £19 50 
MAILING USHCASSETTEl - £14*60 



TIMETABLING AID 
CHILDRENS MATHS 
PHONE FOR LATEST LIST 



AC CESSORIES 
MZSO K MANUALS 
MONITOR LISTING IDOMMENTED] 
BASIC 5025 MANUAL 
MZSO K SERVICE MANUAL 
MZSO 10 SERVICE MANUAL 
MZ-BQP3 SERVICE MANUAL 
MZ SOfO SERVICE MANUAL 
MZ80 K DUST COVER 



Please add V.A*T. to all prices 



Please send me details of 



Newbear Limited. (Head Office) 40 Bartholomew St, Newbury Berfti 
Tel: (0635) 30505. Telex: 6443-507 NCS 

Newbear Limited. Brit Floor 0111cm: Tivoli Centre, Coventry Hoed, 
Birmingham. 

T«l: (02 1} 707 6255 

Newbear Limited stock perl Ro*d„ Cheadls Heath, Manehealer. 

Tel: (061) 491-2290 



Circle No, 127 
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ej pctHT" ^HITE" j : RETIJRH 

%l op .NT :RETUP ,^, 

gfflfeaw* ■ 

y-rj tCC$= l, U"THENL’-0 

61 lFC*="L"THEHC=-i 

|| J F f C f *=; R b 1 oSiTHENG 0 SUB96^0TQ35 
« IFR-i-lTHEHPRIHT'^OU WIN! ! ! ! " : GOTO 10 -' 

g fsr 0 v^ c)=c<x>THEHF=i 

68 NEXT If^HEKF^'^ 0 ' 1 
63 PR ' r rf^'2o?EV-15 G0SUB37 

?? p cS£l°rl5 E “ 1046 

gjKWS5S.BS. 

8 B^SRjsaSSSSS. «♦> 

?| FOR 1=1 1 TOISTEP' 1 

it IFFK< I 1 J>*BLTHENG0SUB85 

I !P53lWNP«IHT"*«“- '« STUCK" 

84 K=0 ; RETURN 

S FORZ=- 1T01 I . J>=BK IRUW. J+2>“BL ■ ** = *= 3 ;Z=IK 

? l igSJS&it* : GOSUBF03 W0NI ,.:OOTO105 

s * 

?1 PO^ Smr • • " 



v J 



/ 



✓ 



Vz i?K=0THENPRlNr SWHMMM ! 

g FORX=1TO1000 ; HEXT 
84 PRINT "Hflfl 

fs pIInT^WM INVALID MOVE! 

87 pRiNT u a«*W"' 

93 FORI = lTOH 
99 PRINTTftBC lb> 

ill FO*RZ= 1TO6000 : NEXT ■ — 

is Ess:*. ^>?^5 :MKE “' 

‘®J S^; e r«“oJ>JB 103 > NEXT : BUM 
REflBV. 



J 



’l 



" : RETURN 

V 
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PCK.£1 + 



32819 

,lTHp u — fp4! 3 FOfc' =u ' 

l=3^ to t,, Jjftc , c , FOV' £ B ‘ J 

blU'wU *_ H pnj 1 £B3 + * ; *£1 3? • PC* 
£BU . ?&£W+%° 2 Is PC* 

;£BU+*> ' ? . 22 i 

4^‘ 33 p0K ^r >.+ i 23/2^ 

^I'l+^V^ 23 c .tkebu+I' 32 '^ 
1KEBU+^; 1 2-5 ■ 5-; 

1 3^ ■' , c .- 1 V £B'J + 1 -I ", --,n 

pOV-£Bv H 1 !L 2- t4 ' p ^tlpM+ 1 > ? 

P0EE£'- 1+ 1 ■:•:•'? FUKEB-- , cO’— 

or#'E.B-' vl ‘ cfi'-. 1' ! ** *° '• -.«4»: 

,+i> 



pok£ 1 + 



;j+ 4X pOKE£' U ** 

£S0 + ®®' "2= P0KEBU+9 
^POKEBU+l 1.^236 P( 

£ pO*£BU^‘ '*■ 
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y m 5 *kuk« 



pOy,E.£'- + 1 1 y 



I P«£® l TO» ;t ® a 

a pORI'V i.-, 

20 PO^th 20 
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STOP PRESS... NOW AVAILABLE 



BASIC COMPILER 



PASCAL (CASSETTE BASED) 



DOUBLE PRECISION DISC BASIC 



Since its introduction the Sharp MZ 80K has proved to be 
one of the most successful and versatile microcomputer 
systems a round ^hai p now have a comprehensive range of 
products ready to make the powerful MZ-8QK with its 
Printer and Disc Drives even mOre adaptable 
Products include Universal Interface Lai d, Machine 
Language and 2 -BO Assembler packages, CP/M* plus a 
comprehensive range of software 

"Trade mark oi QiHit-il Research Ltd 



Yuu'll tn id all Hie nr.ip and ,-idvn, yuu -eed about 

the MZ 8UK at your S \». . ylist Sharp Oealei ii i the kst btfluw 

If there is nu ifoalei m your area, □« t youo.-quiitajiiy lurtfrer 
inlui n wiicm i write to ■ computer Lfewsiori.Sharp tJr-i nit- ji \ i ljKj Ltd 
Sharp Houw. rt Jr|j Road-NL-wton Heath. Manchester Ml 096f 



and. rfoiemoat 



GET IT ALL HERE... 



AVON 

€CC WMp- EquifHP«^1 Llrt 

Bi Jd.lji 02 >3 -1ft fit 

Dcumitl Bunn»* m. Cs Mil 
brvIO Vi ffiTOTWRI 
flELHORMMRE 
H i Connp^en, (baton) Lid 
L uton. TH ®*24I6BFU 
0IAKVHHIE 

NwtrJx vumpubing. Waft lid 

S, 1 J .'' ! 1 1 I V ! 1 , ' I I ' 1 LPDOS 

R-.Fl V.lNLHAlV 
Camden eFectrDnroi 

‘■jujA HijHi Tel 0?’- 773 82W 

t.BMtd 

fenrm E tMm i.'M 02172 J3 T045 

E-letlron'i Buiwr* Lbd 

, it I ' i^l .*M J 

l.i.i: Mr-,* I Eli 

BwrulnhJUT] Tr 1301 JJdiVUfl 

Nnwlw-.ii Compudir^ Stun Mil 

Biimnifuni fiA Tel OJt-TOP 7370 

ElL/Oi.INDHAM'SHIftF 
IflfrlaceCDniponpnts lid 

N-mnni V UJdOJ JJ*IT 

ChBhIRE 

C*+art*>Vltttrt - i dfl Cp^r Lid 
Cnw.TH 0270 HH) 

C i sh m-jjih.vi o-'vich 
Q*+T ff TH 0?44 il7S*S 
Chp^hiit Compiler Se^itm ltd 
Lrtrfisd^ime. M tel - 2 i'D 47-tVI 
Hatcher Warf!-,. njic-r. Led 
HA- Irt LKii MS (jflfH 
■Ne*bearCan , qju(iii|( 1 ?lt'inr Lie 
int*|aait ly , *-+ 4'f- .-.’HO 
Ors Croup l Id 
VVir^eliX' M UUUtV4.ll 
CLEVELAND 

HLUTtwie.C&mpuln O-lViCeL Lid 

SOddm-crt-TH"! Tn fi4u? '•■fi.liH 



:5FKHi jHIHL 
OiailOQ! Kljlli.nl’. 

Nivy IYid\ l> Nr* Ml , -W- +44 

Lortr electronic! lit! 1 

,VUN;c-r T>4 201 7 

D£VOH 

Ciyvliil (MWUld 

Torquayi W .Stan 

N^ihiintii romp UK cr, 

Pyr.Mlh V - .' '«H0 

t KITTS 

PrliC 'lOQll :t seller/ l Id 

liFlhi M CUWJTHH 

IXJKiET 

yiuth Lih+ 1 BviirtdlJW.CL 
fonribwiv r..i riMifliHiMti 
BSEK 
P+urole 4-W 

V*"4i'W on Vi Tel 07(123 J52W 

CiLOUCESTlAiTOdt 
Gloucnte'vh'n Shcv f quipa+ani Ltd 

Linen-iter TH CHh2 36* 'I • 

HdiMWMiHe 

Adl. Lni.eil Pv C c*l i^pt\ 

NewMftOi.W CM^fciaiftl 

ftumiftiphvi »• 0?Di aii+j 

K|NT 

Vidnfr UTi-zCet ISron- i> I ltd 

!«- LM 4 
LAN*. A BI-Ml 
Lab Caurouberi Lid 

boMun, lr 0202261*44 
e H C+fiHrol^y'ienWLtd 
L Ti.-i ij?h7? .^2 +4 
bound Ltrvlfr 
Bm-rt-v r t ‘i OJiU +4+4 HI 
mil i Eiert+ixiiti Ltd 
l i teton.V+ £l2?2bi63ti 
The M*cro C+up Dh.jp 
Bb, i;p«H Tp+ IJ25S *131?J 



LEICIb I t-lbhlFfl 
Oilbel tu> - np>Jkrs 

Luhrrlye Tel 0B5Sti5fi&4 

L, iN (.o* l.i-fl Ltd 

l, .. -.I. r VI fl531 'i4r-.>hl+ 
leiceitepC+niripijtei CtrUri 

LmbItt.TbI iri-H Wu'hH 
Hi El 

LKtyiAVLi** Ti" Len! 2J2! J 

lMKCOLNSHIHE 

HgMrLK Elect & Auteur. Serj- r 

Liv. iiin. Vl Ltot.4*-. j/JT’J 

I R iJV-i»lCon>ull:irilt 

LPTCDln.Ty 

lONIKSN 

BririRwr *ie r Atteuiiiinft 

VhEcMihV r i+ 01 44.J i+Ji. 

huli'l Cumcn L 10 

■•u iuiiyi rn fn 2 u;luhu' 

Ctfitijl Ladculitcn Lid 

u«dm>tCv.li *-7M5WH 

D^lUJ LV-llEn b Devi4i:p II( rl 

Lo-idonWL TH: iJl- Jt>7 Tlafel 

luro Cilc Lid 

UfiStenV'rf. I Tn lit KK> ■.■'.' + 
Euro C 4 I 1 Lid 

Ljndtr 'll 2 V li 1 • l .--4-vn 

lur*-Cjk LL-d 

LtUHtoriWl. Tel Ui (jJt-j'jbO 
Lioei Conipatr . Vijpi Ltd 
1 i.'iiv 1 w 1 Id tn t, V ■ y/l 
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550 FOR I =32848 T O E ES T E F 1 4U ■ FuRJ=0T01 0 : P0KEI+J.32 : HEX TJ : NEXT I 

560 FORI =33767TOBS+40S TER- 1 : POKE I- 160-NE^TI 

576 PRINT M aHDMM>H»»**>Mii>ISn , HE TOWN IS FL.OGDEIW 

530 PRINT Jl j*WMiiWiM»iaflNB IT'S RLL YOUR FRULT I 11 

530 PRINT ll X»ii»nH»>iMWOUR SCORE IS "iSC 

600 IFSOTSTHENTS-SC 

610 PRINT "AIMnMftHMIMdTHE TOP SCORE IS ";TS 
620 PR I NT ■ 1 ' St Ifll? Ci T H E R GftflE? 11 
630 POKE 158,0 
640 GETR$ 



650 I F fl " THE N64 0 
660 IFR$ “ " V 11 THEN 30 
670 END 

oyu sc=sc+ 1 

690 ROKEMl , 1 6 ; P0KEM2 , 25 : F ORKK= 1 55T0 1 STEP- 1 P0KEM3,Kk • NEXTKK : P0KEM1 , 0 

700 FuRI =6T 0 1 005T EP 1 0 

710 IFSC-I>9THEN750 

720 P0KE33332 , ( 1/1 0 .>+48 

730 P0KE33333, CSC -I .>+43 

740 RETURN 

750 NEXT I 



760 FOR 1=1 TO 100 
770 PRINT""" 

730 FRINT"3:«MMMMM*M!IBELEF,S" NEXTI 
790 PRINT"MWMi»iiMEV PAUL JAY, 1931" 

S00 PRINT" WaWBWa®!Mffl»»MMttiMrcULES? CV/N>“ 
3 1 0 GE Th$ : THEN81 0 
320 I FA*= " V " THEHS40 
836 GOTO30 




340 PRINT"^t'OL1 ARE THE MISSILE-LAUNCHING MAN" 

S50 PRINT"S0F ft SMALL DUTCH TOWN. <A DUTCHYU" 

860 PRINT "MA (1 1 S3 ILE- LAUNCH I HG MAN COR WOMAN'S)" 

870 PRINT “KJQE, IN ChSE YOU DON'T ALREADY KNOW. " 

880 PRINT "SIS TO PROTECT THE TOWN'S DIKE FROM" 

830 PRINT" JBSWIEBLERS FROM OUTER SPACE ■!" 

900 PRINT "WTO LAUNCH ft MISSILE, PRESS 
910 PRINT "WTO DROP ft DUMB, PRESS SSPACES" 

320 PRINT" WIF THE DIKE SHOULD BE NIBBLED THROUGH" 

930 PRINT'USTTHE SURVIVING TOWNSFOLK WILL GRAB YOU " 
540 PRINT "HBV THE SDAFFCDILSB AND CAST YOU" 

950 PRINT " MRSUNBEP ! < WHATEVER THAI MEANS), GOOD LUCK." 
960 POKE 1 52 » 0 : W A I T 1 58 , 1 : POKE 152, 0 
370 GQTQ33 
READY. 
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1640 PR]4jTS]95H(~tl t]3, 'MAJOR'; :FRINTi25B+(M) 113, 'ARCANUM' ; 
1450 W*32$+(I-L) tl3llFR*lPfllNTW, 1 I 1 ; 

1U0 IFfi*2Pfil!TIV IP? 



2400 DATftBj. % p STRUSGLE TO FAlW t TAIN BALANCE 

2410 DATA?, 5 p WIS&OH AND PRUDE, NCI 

2420 DATft? s IpKIBE AND PftOFI AS, LE FRIENDSHIP 



1470 |FR=5PRINTW/ III") 

I6fl0 IFR-APRlNTi#, " IVf 
im IFR>5PR]NT3Np* V‘; 

1700 IFR*APRlNTHf 1 VP) 

I no lFR=7PRlNTiN,‘ VII 1 ; 

1720 IFR=0PfilNTiNp " VI II* | 

1730 IFR=?PRINT8H," IT; 

1740 lFfi=10PR]NT3V V; 

1750 IFR*LlPRINTiN, ' II'; 

1760 IFR= 12PR INTJ-Np ' III*; 

1770 IFR*13PRINTil, * Kill*; 

1710 IFG=14PR1NTH, 1 IIVj 
1790 IFRMSPRINTiV M"? 

1800 IFR= 1 APR INT&NI, 1 TVI'; 

1810 iFR^UPfilNTiN/ IVI I ■ ; 

1820 IFIMBPFilNTJK, "IVII 1 ' ; 

1630 ]FR=I?PR|HT3Np " Ml 1 ; 

1840 IFR*20PfllNTil, 1 IV\ 

S850 ]FR=21PR|NT3V (II 1 ? 

1840 !FR=22PR3MTiNp " UII'S 
1870 GOTO 1610 

2000 Rid t DATA FOR CARDS t 

2010 DATA 1, 5, HILL P,0«R 

2020 DATA! pL., NEWS OF A BUSINESS OPPORTUNITY 

2030 MTAI t 2,NO f ODS 

2040 DATA}, 3, REWARD, S 

2050 DATA1 ,4, CDhnUNlCATIDN PR , QBLEN5 

2040 DATA2pS, REVELATION THROUGH SCIENCE 

2070 DATAZp I, SUCCESS IN BUSIN, ESS VENTURES 

2030 DATA2,2 t A WORK OF LO,VE 

2090 DATA2, 3, FINANCIAL SAIN THROUGH NflRK 

2100 DATR2 p 4 t HART VRDOW AND ST r RENETH 

2110 DAT A3, 5, MARRIAGE SR ACTION 



2430 DATA?p 2 , ENGTIONAL STABlL f ITY 
2440 DATA?, 3, INCREASE OF INCO.NE 
2450 DATA?, 4, LOSS OF FRIENDSHIP 
2460 DATA 10, 5, CHANGE OF F ORTON, £ 

2470 DAiTAlO, l f A CHANGE IN STAT,US 
24S0 DATA1 0, 2 f INCQNS1STAHT EM, T JONS 
2490 DATA10, 3, FINANCIAL LOSS AN,D GAIN 
250D DAIA1D, 4, UNCONVENTIONAL R f DTI DNS 
2510 DATAl 1,5, MURAL FORCE, 

2320 DAT A 12 p S, DISAPPOINTMENT, 

2530 DATA] 3, 5, DEATH OR TRANSFORMATION 
2540 DATAUfS, DILIGENCE TO REA,CH GOAL 
2550 DATA15,5,FflTALlT¥ OR 1LAC,K MAGIC 
2540 BATA14, 5, ACCIDENT OR CATASTROPHE 
2570 DATA17, 5, OVERCOMING PROBLEMS 
2590 DATA10, 5, DECEPTION, 

2570 DATI19, 3, HAPPINESS OR JOY, 

2600 DATft20 , 5, AWAKENING OR RESURRECTION 
2610 DATA21, 5, SUCCESS OR ATTAINMENT 
2620 DATA22, 5, SUFFERING FOLLOW, S SIM 
2630 DATA 13, J, OF AN ARIES TEMP ,ER AMENT 
2640 DATA13, 2 f OF A TAURUS TEMP, £ RAH ENT 
2650 DATA U, 3, OF A SENlNt TEHP.ERAflEiT 
2660 DATA13,4,0F A CANCER TEMPERAMENT 
2670 DATA 12,1, OF A LEO TEMPERAMENT 
2690 DATA 12, 2, OF A VIRGO TEMPERAMENT 
2490 DAT A 12, 3, OF A LIBRA TEMPERAMENT 
2700 DATA12, 4,QF A SCORPIO TEMPERAMENT 
2710 DATA11, 1 ,DF A SAG [TAR IAN , TEMPERAMENT 
2720 DATftll,2,0F A CAPRICORN T, EM PER AMENT 
2730 DATA 11, 3, OF AN AQUARIAN I, EH PER AHEM T 
2740 DATA11, 4,0F A PISCES TEMPERAMENT 
2750 DATA14,1, ADVANTAGEOUS THOUGHTS 



2120 DATA3, l f TAKE ACTION FOR t THE FUTURE 
2130 DATA3, 2, ROMANTIC ACTIVITY 
2140 DATA3,3,6AIM THROUGH SOCIAL ACTIVITIES 
2150 DATA3, 4, ACTIVITY TO OVER, COME ADVERSITY 
2160 DATA4, 5, ABUNDANT CREATIV,E ENERGY 
2170 QATA4,1, SUCCESSFUL ENTER, PRISE 
2180 DATA4, 2, RESOURCEFULNESS 
2190 DATA4, 3 f UNEXPECTED FINANCIAL GAIN 
2200 DATA4, 4, FINANCIAL REVERSES 
2210 DATA5,S,HELP THROUGH INSPIRATION 
2220 DATA5, 1 , BAIN THROUGH SPE, CULATI0M 
2230 &ATA5,2pRESP0N91llL]TpY 
2240 DATA5,,3 f PROFITABLE EVEN, 1 
2250 DATA5,4 t 0BSTACLES OVER CO, ME BY FAITH 
2260 0ATA4,5,STAB[LIIE EH0TIO,N5 
2270 DATA6, 1 ,AMSIT?D,N 
2280 DATA4, 2,USE CREATIVE IMA, BINATIQN 
2290 DATA6, 3 r PROFIT FROM SOCIAL AFFAIRS 
2300 DATA6, 4,TEHPTAT ION RELATING ID BUSINESS 
2310 DATA7, 5 r SUCCESS THROUGH , INTELLIGENCE 
2320 DATA7, 1 r SPR|AD GF CONSTRUCTIVE IDEAS 
2330 DATA7, 2, RESOLUTION OF DOMESTIC DISCORD 
2340 D A TA 7, 3 1 PROF I ABLE VENTUR,E 
2350 MTA7, 4, PROGRESS AFTER C,0NFL1£T 
2340 DATAB, 5, MODERATION IN AL,L THINGS 
2370 DATAS t I, BUSINESS INITIATIVE SUCCESS 
2380 DATAfl,2,BLEND OF PRACTICAL WITH IDEAL 
2390 DATAS, 3, FINANCIAL PROBLEMS 



2740 DATA*14, 1, THOUGHTS OPPOSE, D TO BUSINESS 
2770 DATA14, 2, THOUGHTS FDR PRO, MOTION 
2780 DATA-HAPLANS AND DESIRE, S FOR DOWNFALL 
2790 DATA14, 3, THOUGHTS TO INCREASE PQSPERITT 
2900 DATA- 14, 3, PLOTS m UNFAIR ADVANTAGE 
2810 DATA14, 4, SINCERE THOUGHT ,S 
2820 DAIA-M, 4, DECEIT AND LIES, 

30O0 REM I PRINT MESSAGES t 
3015 RESTORE] IF(*5PfllNTi897, * [19 
3020 IFI*4PRINT8833, “ <21 *; 

3O30 IFI s 3PRIMTj769, ' (31 
3040 IFK«2FRJNT870VI41 *i 
3050 IR* LPR1MT8441, *(5> 

3060 IF5*5GQTO3120 

3070 IFRJ1OG0TO3350 

3080 READU,V t AI,BI 

3090 IF 1R»W 1(8*0)60703110 

3100 BOTO300O 

3110 PRINTA1)Blji RETURN 

3|?0 PRINT* <*; s ]FR«1PR INI' THE MAGUS'; 

3130 IFR*2FG I NT'VEILED ISIS'; 

3H0 1FR= SPRINT 1 IS I S UNVEILED'; 

3150 IFR»4PRINT'THE SOVEREIGN'; 

3160 IFR-SFRM'THE HIEROPHANT 1 : 

3170 I FR* SPRINT "THE TiO PATHS'; 

3180 I PREPRINT" THE CflN&UEROR*; 

3190 1FR-BPR E KT “ THiE BALANCED 
3200 1FI“9PR INI' THE SAGE'; 
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3210 IFfl-lOPftINPTHE HHEEL 1 ; 

3220 !FR*t 1PRIIIT"TIIE ENCHANTRESS*; 

3230 IFfl=l2PRlN!*TH£ NARTYR 1 ; 

3240 IFR»i3PRiHT*TME REAPER'S 
3250 lFH=i4PRINT-THl ALCHEMIST'; 

3260 IFR*15PftINT - THE SLACK NAB1CIAN'; 

3270 I Fft*l 6PftIlfT "LlGHTM [MB' ; 

3200 IFR= 17PRINT"STAR P ? 

3290 IFFt-lflPRI«T‘MQDM‘| 

3300 IFR“i9PRlNT"SUW" p 
3310 TFRiJOPRJNT'StflCGPHABUS'l 
3320 IFR-21PR1I*T-AB€PT*| 

3330 I FR*2 2PR I NT ' WATER 1 AL S ST" ; 

3340 PAINT'S ' ; :S0T030E0 
3350 IFR-U6QTQ3J90 

3360 IFUAa+n>0llHR*niMR»13n|4HS-i2ll!AtL+IK0))6OT033SO 

3370 PRINT' A WOMAN 'ftMTOSOSO 

1300 PRINT' A NAN '|:GQTQ1O0O 

3390 T=fi: IFAiL+IK0Y*0-V 

1400 READU, V f At, II: If lU=f ) HS=V>O0TO3llO 

3410 G0TQ34OO 

4000 REN t START A NEW LAYOUT I 

4010 D=0tF0fiI=lT078i:A«13+n =I:NEKTI r L=7B : FORU-1 TD3: BDSU0 1000 n A ( L+ 
OWLDhNEITU 

4020 CLSiPftlliTS I2,CHR*(343 j*Y’ES AND NQ 4 ;CHRH34l ; ■ SPREAD USING 
TAflDT CARDS'; 

4030 PRINTS 1 92 /PLEASE ASK A QUESTION THAT CAN RE ANSWERED IY 
CHfi* 1341 ; 1 TES*| CHfll ( 34 1 ; 1 *; 

4040 PRINT' Oft * jCHRIUH ; 'WO" ;CHRt t34> 

4030 Pfl INT1320, ' 1 ; i INPUT At i PR I NTW74 t CHftt (34) ; At; 

4053 IFfll6HTl(Af s lK> i ^THENPfi3NT < T p ;iA*=Ai+'? i 
4056 PR1NTCHRM34I 

4060 PR1N13704/IS THIS YOUR QUESTION IYES DR NO) ' ; : lNPUTli 
4070 IFll* , !tf"80T1H020 
4075 IFIt^WBOTIMOSO 

4000 GOSUBl lOOi F0fll^3TQlSTEP-l j IFDOPR INTI577/Hn r ENTER J FOft C 
ARD 4 ; t INPUT At 

4083 PR I NTS 577/ * : AIOMItk+UilWNT (ABSlAfD 

H/lOhS=ABSCAiOn-iOtft 

4090 GOSUBISOOi &QSUS3000: NEITIi Y*0 : FQRI*1T03! IFA (L+S ) )0Y®Y*1 
4100 IFII*mtA(L*n>OJY-YM 

4110 NE1TI:PRINTI577/ : 1FY=3PRINT'TNE ANSWER IS UNCERTAIN/; 
4120 IFY C SPR I MT *TWE ANSWER IS 4 |CHRtl34)i i N0 , ;E«Rtt34);V , i 
4130 JFY>3PRINT"TH£ ANSWER IS 'jCHRIIM) /YES' jCHRt 134) /. 

4140 INPUT* tHIT 'ENTER’ FOR ANOTHER READING!*; At* RETURN 
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PET HI-RES! 

ff you're a PET owner then there must have been a few occasions when you wished that 
it had the graphics capabilities of the APPLE. 

Of course there has been a high-resolution board around for some time — but only 
now can you buy one for under £300. The HR-40 HIGH RESOLUTION GRAPHICS 
BOARD offers maximum possible resolution (320 by 200), but costs just £149 plus VAT, 
half the price of the competition! Because the HR-40 board was designed and 
manufactured in Britain we've been able to keep the price down without restricting its 
capabilities. And if you're really hard-up and a dab hand at soldering you might prefer to 
wait for the kit version (due later this year) which will cost £99 plus VAT without 
software. 

The assembled board is supplied with 8k of RAM and utility software in EPROM, so 
that PET's own RAM is entirely available to the user Though the graphics RAM uses 
addresses normally represented by the ROM sockets UD3 and UD4, these sockets are 
duplicated on the HR-40 board and are software selectable. The board may be installed 
WITHOUT SOLDERING OR TRACK-CUTTING! 

At present the board will fit a standard PET or CBM computer with the nine inch 
screen, but we hope to have a version for twelve inch models very soon. Write or 
telephone for more details and up-to-date information. 

SUPER GLOOPER 

First in our new range of ARCADE style games fo ; the PET, SUPER GLOOPER will have 
you on the edge of your seat Your task is to clear the screen of little dots scattered in a 
maze, but WATCH OUT FOR THE GLOOPER EATERS, they're liable to escape from their 
pen and come after you. 

You've got to be very nimble with the eaters on your trail Best bet is to make for one 
of the four corners where (unless you've been there before 1 you will find a much larger 
dot which refreshes the parts that other dots cannot reach! Now you've got the giooper 
eaters on the run — catch one and you'll earn a bonus, but you must be quick, because 
any moment they'll recover from their shock and come after YOU! 

METEORITES 

An all-action game in the style of INVADERS. Your mission — to defend seven moon 
bases agamst a shower of meteorites by blasting them out of the sky. If you survive the 
first wave there are five more to face, and then — well you'll find out! The graphics are 
really superb — just watch the way that the ground shakes when a meteorite crashes 
into the lunar surface. 

SUPERSQFT arcade games are written in machine code for speed and run on all 40 
column PETs with BASIC 2 r 3 or 4 At just £8 plus VAT, theyTe really good value and you 
won't find a more exhilarating game at any price! We've more great games on the way — - 
including some for the 8032 and VIC-20! 



SUPERSOFT 

First floor, 10-14 Canning Road, 

Wealdstone, Harrow, Middlesex 
Phone: 01-861 1166. 

ASK FOR OUR FREE CATALOGUE! 
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As you thrilled to Star 
Wars back in 1978 you 
probably didn't realise 
that you would be able to 
partake in that climactic 
battle- against the Death 
Star just three years 
later. 

The object of this pro- 
gram is to destroy the 
Death Star by manoeuv- 
ring your ship away from 
the crossfire until you 
reach the exhaust vent of 
the artificial planet and 
there you fire your 
photon torpedoes down 
the trench . ■ , hence the 
name of the game* 

At the beginning you 
are already in the trench 
flying down the corridor 
at your ship's top speed. 
There are laser posts 
located on the left and 
right walls and on the 
floor bottom. 

These lasers flash by 
you and fire on your ship 
at random intervals. The 
frequency of the fir© from 
the laser posts is deter- 
mined by the level of dih 
ficulty you choose, f 1- 19), 
with version No. 1 being 
the hardest. 

All three lasers will 
aim independently. Each 
will fire at the mid point 
between you and the last 
spot fired upon. So as 
long as you keep your 
ship moving away from 
the three laser shots — 
and keep track — you 
should not get hit. 

You will see the 
number of miles you still 
have to travel along the 
Death Stars surface at 
the bottom of the screen* 
This will be further at the 
more difficult levels of 
play, 

When the distance to 
go reaches 20, the on- 
board attack computer 



will be activated, the 
lasers will stop firing at 
you and the end of the 
trench will come into 
view. You now have to 
quickly line up the centre 
{one pixel} of this screen 
so well that the exhaust 
vent is dead centre of 
your sights. 

When you approach 
the last 30 miles, set your 
ship close to the centre so 
you can line up the 
approaching target more 
easily. 

When everything is 
lined up (you hope), fire 
on the vent after the bot- 
tom wall is below the 
bottom of your sights and 
the target is close 
enough to be hit accu- 
rately (the computer will 
prompt you with 'Fire 
Now!*). 

If you succeed in hit- 
ting your target, you 
must immediately pull 
back on your joystick to 
bring yourself up and out 
of the trench. Failure to 
do this will mean your 
mission ends with you 
and the spacecraft splat- 
tered all over the end of 
the trench wall. 

As you pull out of the 
trench the screen will go 
back to normal mode and 
show a window view of 
your ship moving out of 
the trench, before switch- 
ing to a rear view show- 
ing the Death Star being 
destroyed . 

During your flight 
down the trench, 
remember that if you go 
too close to the sides of 
the corridor or the floor, 
you will run into them 
and be destroyed. Should 
you go off the top of the 
screen, you will be out of 
the trench and your mis- 
sion will be aborted, so a 
steady hand is needed on 
the controls. 



Variables used in the 
game are as follows 
(please note that many 
are used more than once, 
or for more than one item 
storage or loop): 

A Loopi ng 

(FOR- NEXT). 



B END GGSUB of 



c 


laser fire 
dependant on R 1 . 


Screen refresh 
(redraw what was 
erased by ship & 
lasers). 


D 


X Position of 
upper-left laser 
post* 


E 


Y' Position of 
upper-left laser 
post. 


F 


X Position of 
upper- right laser 
post 


G 


Y' Position! of 
upper-right laser 
post & X size of 
the target wall. 


H 


X Position of 
bottom laser post 
& Y‘ size of target 
wall,' 


I 


'T Position of 
bottom laser post. 


J 


Looping. 


L 


Length of time 
until ship runs 
into wall. 


R 


Input level of 
difficulty. 


T 


Miles left to 
target. 


U 


FOR-NEXT loops, 
control var,, 
colour locate var* 


X 


Ship positioning. 


Y 


fi || 


2 


Used as a 
TRUE FALSE var. 
(eg. IF Z = 1 THEN 
GOTO * , 


STRIG 


Status of joystick 
trigger. 


IS 


Joystick 

positioning status. 


Z1 


Used the same as 
T. 


LI 


Looping (nested 

with rj. 


tn 


Nested looping 
with 'U\ 


ji 


Wait looping — 
nested with Ur 
above* ► 
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20 IF 5TRIG10)*! THE* 20 

JO GRAPHICS JiPOtE 7S2, 1 ) COLOR 2i D=80i 

E^lOl KcSOi V>20l 7 * RICES TO TARGET* 



0 SEN THE TRENCH 4/10790 

1 REN BY TIN HAYS SEBREE’S CON PUTINS 

2 REN <56 Granite Are., Nonrovn, CA, 
91014 

3 REN Nhen INFUlinq this Pr eoraa, OON’ 
T leave unnecessary SPACES. You tty tv 
n over the progr as LINE it you do. 

« REN Then the ATARI nil! NOT accept t 
he line. Pay particular attention to t 
he long lines FRON 40 TO NO. 

5 TRAP 10: GRAPHICS OiPCKE J52,l:f-90:G 
*20sH*lJ9:I*J0:PDKE 764, 255: POSITION 4 
,10:? ‘INPUT LEVEL OF fllFFICULTY' 

10 INPUT R:T=125-(RI5h? ‘It Press TRI 
GSER to Start TRENCH tl‘ 



U,S5iPLOT 145,9 iURANT 0 145,72iCOLDR J 
: PLOT 159,0:f*IF+)l>/2iG*(6+Y)/2iDfiAK10 

M 

72 IF IF)K'5 AND F<«+5 AW G>V-2 AND G 
(Y+2) THEN 400 

73 COLOR A i PLOT J59,0:DRANT0 F,B:SOUND 
1, 0,0,0: RETURN 

GO COLOR 2 : PLOT 43,49:DRANT0 94,49tPL0 
T 43,59: GRANTS) UJ,59lPlDT 18,71: GRANT 
D 143,71 : COLOR 4 i PLOT 4J,49:DRAKT0 94, 

49 

B1 SOUND ),40,B,8tPLOT 4J,59:DRANT0 11 
59: PLOT 16, JliDRANTO 143 ( 71:C0LDR J: 
PLOT 0,79: H= (M+X ) /2* I = < 1 +Y >7 2l ttRAIBTD H 

|I 

02 PLOT 159,79: DRANTO H,I:IF IH71-5 AN 



170 COLOR 2 i 60SUO 50: IF 0(0.5 THEN 80S 
U6 INT(RNOU)t3ltlOHO 

1 BO IF T<70 THEN GOTO 400 
190 COLOR 4iG0SUB 50:C*C+I:tF C*5 THEN 
GOTO NO 
200 GOTO 130 

300 TRAP 310: SOUND 0,99,8,8: SOUND 1,75 
, B,BiSOUNO 2,40,8,8: SOUND 3,20,8,8 
305 FOR L<1 TO 14: POKE 712, JSMRWUlt 

171 INERT Li RETURN 

J10 FOR 1*8 TO 0 STEP -2: FDR Ll=l TO 8 
1 POKE 712, 151 IRN0I11 117 ) iNEIT LI 
320 SOUND 0,99,8, LiSOUND 1,75,8,L: SOUN 
0 2, 40, B, LiSOUND J,20,8,L:NEn LiPKE 
712,0 

330 IF 11*10 THEN RETURN 

380 ? 'GO YOU NISH TO RISK YOUR LIFE A 

GAIN? 1 i POKE 744,255 

390 IF PEEK 17441 0255 THEN RUN 

395 GOTO 390 

400 G0SU8 300: ? ■ YOU’VE SEEN HIT BY A 



40 FOR A=1 TO 25: PLOT RWi 1)187*38, RND 
111 NBiNEJT A i GOTO NO 
50 PLOT 1-5,Y|DRANT0 I+5,Y:PL0T I*2,Y+ 
IiDRANTO I,Y-2;DRANT0 Jt2,Y+l; RETURN 

40 COLOR 2j PLOT 42,32: DRANTO 42,46: PLO 
T 47, 24: DRANTO 47,55iPlQT 17,9:DRANT0 
17, 70: COLOR AlPLOT 42,32: DRANTO 42,48 

41 SOUND 1,90, 8, 8: PLOT 47,24:DRANTD 47 
,55: PLOT 17,9:DRANT0 17 t 7O:C0L0R 3:PL0 
T 0,0:0* (D+I)/2iE=(£+Y)/2: DRANTO D,E 

42 If DO *5 THEN IF D71-5 THEN IF E)Y- 
2 THEN IF £<9*2 THEN 400 

43 COLOR 4 i PLOT 0,0:DRANTO D,E: SOUND 1 
,0,0,0: RETURN 

70 COLOR 2:PLDT 94,32:1RMT0 94,49:RL0 
T 113, 24: DRANTO 113,55:PL0T H5,9:DRAN 
TO 145, 72: COLOR 4jPL0T 94,32: DRANTO 94 
,49 

71 SOUND !,40,B, BlPLOT 113,24 iDRANT0 1 



D F<I+5 AND l>Y-2 AND KV+21 THEN 400 
S3 COLOR 4: PLOT 0,79: DRANTO H.liPLOT I 
59,79: DRANTO H,liSOUND 1,0,0, OiRETURN 
110 COL DR tiPLDT 2,0)DRANT0 157,79: PLO 
T 0,0: DRANTO 159,79: PLOT 157,0: DRANTO 
2 r 79: PLOT 159,0:DRANT0 0,79 
120 COLOR 3:PL0T B0,40:PL0T 79,39:PL0T 
79, 40: PLOT 90,39:C*0:SOUND 0,RNDI1)II 
I +4,0,3 

130 JS’STlCKlOlilf JS*7 OR 08*4 OR JS* 
5 THEN 1*1+4: IF INS! THEN GOTO 410 
140 B*RND(0)tR: IF OS* II 0( 08*10 OR OB 
*9 THEN I*I-4tlF I<5 THEN GOTO 430 
150 IF 3 $*14 DR JS=4 OR 06*10 THEN Y=Y 
-2: IF Y< J THEN ? • OUT OF TRENCH! HIS 
SION ABORTED’ "I : END 
160 T=T-0.5:PDKE 456,0:PDK£ 457,23:? I 
NTITI)' *: IF JS=13 OS JS=9 OR JS=5 THE 
N Y*Y+2: IF Y >77 THEN GQTD 420 



401 GDSUB 300 i FOR U*4 TO 20: SOUND INTI 
RND(l)t4),SND(l)t9?,8,8 

402 COLOR RNDimSiPLOT l,YiDRANTO RND 
111 1159, RNDU)t79iPLOT I+U,Y+U:DRANTO 
RNDUIt3+l+U,Y-U-RND(m3 

403 DRANTO HJ+RND(l)l3,Y-U-RWtl>t3:0 
RANTO I-U+RND ( 1 i I3,Y+U+RNDI1 1 43: DRANTO 

1+ U+RND 11)13, Y+U+RND11143 

404 POKE 712,UiMEIT UiGOTO 310 

410 GOSUB 300 :? * NIT THE RIGHT NALL!! 

‘iFOR U*150 TO 80 STEP -liSOUND INTiflN 

DlllM),RNDII)tU,S,8 

415 COLOR RNDIlltSiPLOT I, Y: DRANTO I-R 

N0IIU45, 10+RND (1)165: POKE 712,U:NEII 

UiGOTO 310 

420 GOSUB 300: ? * RAN INTO THE TRENCH 
BOTTDKH’iFOR U* 150 TO 80 STEP -liSOUN 
D INTIRND(l)t4l,RNDU)IU,9,B 
425 COLOR RNDIlHRiPLOT I.YiPOKE 712, U 



- 
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RELIVE THE 
CLIMACTIC 

FINAL BATTLE 

OF STAR WARS 



(DRANTO PMD ( 1 > 1 1 59 , 40+RMCH 1 ) 139 i ME X T U 
t GOTO 310 

130 SOSUB 300i? ‘ HIT THE LEFT HALL!!* 
(FDR U*I30 TO 90 STEF -1) SOUND I NT (MO 
<l)*4),R»(l)tU,B,8 

*33 COLOR RNDdltBiPLOT I,YiPOKE 712,0 
(DRANTO I*RN0im4S,]O*RND(I)t45iNE!(T 
UiEOTD 310 

400 FOR J=l TO 14i SOUND 2, 30,1 2, 4i PONE 



+1 

479 IF JSM3 DR JS*9 OR J5*5 THEN Y»Y* 
1 

475 IF STR18I0IM) THEN BOO 
460 IF JSM4 OR JS*4 OR OSMO THEN Y*Y 
-1 

481 IF LM4 THEN 7 1 CLOSE ENOUEH TO T 
AREET! FIRE NON! * 

402 IF L >28 THEN 7 * TOO LATE!! RAN IN 



0 9 (SOUND 1,40, 12, 4 1 POKE 04, ?t POKE 05, 
2l? ‘PULL UP t OUT OF TRENCH!!* 

940 SOUND 1,122, 12, 4tIF STICKI01M3 TH 
EN SOUND 1,0,0,0(80TO 090 
970 FOR UM TO 7tNEU U 
S80 PONE 84,2iP0NE 65,2(7 'PULL UP l 
OUT OF TRENCH! t'iNEIT JiL*30iE0TD 402 
900 FOR U*0 TO 70 STEP 4itRAPHICS 23 iC 
OLOR 2i PLOT 0,Ul DRANTO 70,U/J*30(PLDT 
1 59, Ui DRANTO 98,U/3+3O(PL0T 17,S7iDRAN 
TO 70,0/3*54 

991 COLOR ItPLOT 72, 4J-U/31 DRANTO 94,4 
3-U/JtPLOT 84, Jl-U/31 DRANTO 84,55-U/3i 
COLOR 2 

893 IF U>44 THEN PLOT D,U/3*23iDRANT0 
159,U/3*23 

900 PLOT 142,87iDRAHT0 9fl,U/3*34iPL0T 
TO, U/3+J0i DRANTO 98, U/3*30i DRANTO 98, U 
/ 3* 54 (DRANTO 70, U/ 3*54) DRANTO 70,0/3*3 
0 

910 NEXT UiERAPHlCS 7iPDKE 712, !4i PLOT 
0,79 i DRANTO 4O,4S(DAANT0 80, 40i DRANTO 
119,43 

920 DRANTO 139,79iPL0T 73,A2(DRANT0 79 
,48 i DRANTO 81,79iPL0T 73, 42i DRANTO 81, 
4Bi DRANTO 94,79 




34,2>F0KE 95,1(7 'ATTACK COHPUTER EN 
BASING* i SOUND 2,6l,12 r 4i6M(HM 
404 L»OiTRAP 40NREN REVERSE VIDEO LET 
TERS 

410 FOR U»l TO 13iNETT UiFOKE 84,2iP0K 
E 83,1(7 'ATTACK COHPUTER ENEASING'lN 
EIT 3 

420 GRAPHICS 7: POKE 712,43tP0KE 709, Oi 
POKE 710,255(7 * ATTACK COHPUTER ACT! 
RATED’ ! " (POKE 709,103 
430 COLOR ItPLOT 34, 40i DRANTO 105,40)0 
PANTO )05,23iPLDT 0,43iDRANT0 159,43(P 
LOT 94 , Oi DRANTO 94,79 
440 COLOR 2(F0R U-54 TO 99 STEP /(PLOT 
U,34i DRANTO U,59tNEIT UtFOR U-25 TO 5 
9 STEP 4iPL0T 1 00, Ui DRANTO 104,U(NEIT 
U 

430 SOUND 2 l RNDU)ill*4,9,3i6>S*ltH>U* 
liJS*5T10K(0ti IF JS*7 OR J8*5 OR JS*4 
THEN 1*H 

440 IF JS-11 OR JSMO OR JS>9 THEN W 



TO NALL!!’ (SOSUB 300(9010 401 
483 L*L+! (SOSUB AWiJMiSOSUB 490(8010 
430 

490 COLOR IlLOCATE X,Y,UiIF U)0 THEN C 
OLOR 4 

493 PLOT l,YiCOLOR 3: IF I THEN COLOR 4 
( 1*0 

700 PLOT 1*6,V*H( DRANTO 1*6, Y-Hi DRANTO 
»-6,Y*Hi DRANTO 1 -6, Y*Hi DRANTO 1*6, Y*H 
710 PLOT 0,0(ORANTO I-6,Y-H(PL0T 139,0 
(DRANTO X+B , Y-H* PLOT 0,79iDRANI0 1-6, Y 
+H 1 PLOT 1 59, 79( DRANTO 1*6,Y*H 
720 RETURN 

900 IF LOS THEN 7 * FIRED TOO -SOON'!" 
(SOTO 480 

910 SOUND 1,80,8, 9iCOLOR ItPLOT 27,7*7* 
DRANTO 84,43lDRANT0 I37,79(IF t*84 AND 
Y*43 THEN 830 

820 7 ' HISSED!! THE UNIVERSE IS DOONE 
D I !*(SOTO 310 

850 7 * THE SHOT IS SOODf! I'lFOR J*1 T 



923 FOR Ul*l TO IO(SOUND 2,41,I0,4(P0K 
E B4,2(P0KE S3, 1(7 * AFT VIEN R 

AN6E CRITICAL! ! '(SOUND 2,123,10,4 
927 FOR JIM TO UiNElT 01 (POKE 84,2(P 
OKE 85,1(7 ' APT VIEN RANGE CRI 

T1CAL! "(POKE 709, 131 (RND ( 1 1 1 ] 7 ) j NEXT 

III 

930 FDR U*1 TO 99(P0KE 709, I54IRND(1)I 
171 (NETT U: SOSUB 300(FDR UM70 TO 80 S 
TEP -li SOUND INTIAHDUIMI.RNDUHU.S, 
8 

940 COLOR RNDII)I8(PL0T RND(l)MS9,79i 
POKE 712, Ui DRANTO RNDimi39,RNDI 1)179 
(NEXT UiZlMOi SOSUB 310 
950 POKE 709,151? * CONGRATULATIONS'! 
YOU’VE SAVED THE UNIVERSE!! 1 ') 

940 ? 1 DO YOU NISH TO PLAY A5A1K?'||P 
OKE 744,235 

970 IF PEEK 1744 ) 0255 THEN RUN 
930 SOTO 970 
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9G + 6 Q 
1 0 C * e 
11C.7& 

12G.T 
13G.OO 
HG.a 
15Gp9Q 
1 6G . h 

1 7IFG*1£ ; G* h 

2QS«S+SGW( T- S) i R-0*( 6-S) ; H=?+6*SiG 

ZiaA=A-£ !rt=H-E|IFM<FtG=3 

2ZG.q 

3AA*a*«A-s) irt*a»s?G-^ 

31bB=B+E IF n<FJG=5 
32G * r 

^US*S + SGN< T-SJ ! A=8w{6-S3 
4LeB = e+U M— M -E i IFN<F f Q-7 
^ZC .9 

508*B8~ffl«<5~S> ) |rt=e+e*SjG=B 
51dfi=A+EiM=M-£? IFrt<FI G = 9 
52G.q 

AD&*S+S£N( T-SJ J&=9B-(8*<5-5M 
*l*A = A+£irt=rt“E?lFK<F|G = U 
AZG.q 

7 0fl=»io^-<BJM5-s> ) ;n-e*sjG*iz 
71fB^6-E;rt=H-E;iFfl<Fje^I3 
7ZG.q 

SCSaS+SGNCT-S) ; A"l04-{ 9*i5-S> > in 
BtqB=SE frt^M-EjlFn<FfG"15 
82 G . q 

9CB=0*tA -SJ J M = 9 + B*S !G=16 
91hA«A-£ in=«-EiirnCFiC-F 
92C** 

i £i Op PLOT 13, X, Y jFLOTlS,U,H 
1Q3IFK-A; IFY^&J G*20U00 
10 6lEU-AMFW=EfiG *20 0 00 
tiov«xiN-YJ ifz;z-o;g,g 

120iF?IBO024*T0=0 ! Z-FJR, 

1 30 W AIT J WAIT J G- G 



HOW LONG CAN 
implH Hrt YOU AVOID THE 
COMPUTER'S CAR, 

HELL BENT ON 

^ 9 * 5 ; G =1 1 

DEADLY COLLISION. 



Dodgems is the Acorn Atom ver- 
sion of the "Head-on r collision 
game. 

It's you against the computer, 
can you outwit it? You are driving 
a car around a circular series of 
tracks in an anti-clockwise direc- 
tion. 

But who is that lunatic driving 
around the same track clockwise? 
An American? A lunatic with suic- 
idal tendencies? Ho it's the com- 
puter who is out to get you, before 
you can clear the screen of dots, 

The screen is divided up into a 
series of concentric circles with a 
number of crossover points which 
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allow you to switch lanes to avoid 
the computers car. 

These lanes are filled with dots 
and the object of the game is to 
run over as many dots as possible 
before the inevitable crash Every 
dot adds to your score at the end 
of the game. The computer can 
switch lanes as well and it will be 
trying to guess which one you will 
be in as the two of you cross over 
each circuit. 

Your safest tactic is to wait until 
the computer has already commit’ 
ted itself before switching to that 
crucial lane — but don't leave it 
too late! 



i5G*PL0TM,A t BJPL0Ti.*,C*DSC>AJ&“EJiIFK*ajHlft. 
lS5IFK-A;iFV=B;C,Z(Hl0d 
1 6 Q G ■* C 

20E>Y-eM*-T> JF+N*F TD0+B*T S ♦ £ ; X-X+E I COS + p ! N * 

220IF J?< T + 0 > i J?(T+0) = 0 jP*F + N;n®O-l!lFOe0iC * h 
300X“1§4- C0*<S~T ) ) |F + N»F TO0»T S »E \ V = Y+E { COS + p \ N * 

320 IF J? < T+5 » J J?<T+5>**Q ?F =F +N 1 0*0-1 ; IFD*0 ; G » w 
350 COS, k 

^OQX-iO^(B*f3-T>)fF.K*F T08»T S * E \ Y“Y + E i COS ! N + 

42 OIF J? ( T + 1 D > J J? < T+ I 0 3 =0 ! F-F + N \ 0=0-1 ! IFQ**0 J G . u 
5OOY^00-<0*<5-T) ) JF ,N=F TO0+8*T S , E | X-X -E I COS * p } N. 
520lFJ?(T+i5i ! J?<T+15>=0 ;P*P+N J0=0"i JIFO^O ICiW 
550GOS+k 

*O0Y*00-<8M3-T} MF.N-F TO0+8*T S . E| Jt-X-E fCOS. P J N + 
£20IFJ?<T+20 > I J?£ T + 20 > = Q JF»F+n; 0=0-1 J IF 0=0 jC.w 
70DX S "B*(£-T) |F,N=F TO0*T S+£! Y“Y-E JGQB+ p I N + 

720IFJ? ( T+2S > ; J? ( T +25 > =0 J P=P+W ; 0-0- 1 l IFO-O J 0 * w 
75 0 GOS , F 

0OOX-0*i6-TJ iF.W=F T08*T $ , E I Y= Y-E i G0S * P t N . 

0 Z 0 IF J ^ < T + 3 0J ;j^(T + 30)=0 f F'»F+N \ 0=0-1 1 IFQ*tJ l G * u 
VOOY-e*<6-T> ;F+N=F TO0+B»T S, Ei X=X+E IGOS.p ; N + 

?2<HFJ?U+355 i J"*f T+35>=0 lF-P+N*0=G-i flFO-DJG+H 
950GOS+ k 
IODOGnZUO 

2 0 a OklF^t £:& 0 lit #4 0 = D SIFT F ST-T-F 
ZOlOIF^iBOOl 12BiIFT<5Jl-T+F 
2050R* 

1 D Qio DO-42 ? F-=0 !0 = r;DlML8, I** i*L = "G. it 240 11 f?l A*L J '»17«LRtFFFF/25A 
1 1 1 1 0 F r - * 1 2 f OOP * " !U.C*=7 |P. "DODGEMS BY J + QYSOM 1 "'' 

1111 UFFJ P » “YOUR SCORE HAS 1 ' ( F- f 43-0 > * 4) /0 ' ' 

llllZIFP^i 159 JR . "WELL DONE TRY THIS" ' JE=E*Z f LIRK#FFE3 »G + 11 125 
111 i3IFP=Q JR* M CTRL=IN 5HIFT=DUT"' £0NL Y FUNCTION IN 1 — 

lUMIFP=0;P* M -‘^ "THE CENTRE OF GAP): * REFT “SPEED"" * * 

1U15IWPUT M 5KILL LEUEL A t B, C M tIJ *1 + 1-"" J IF*I»"*A“ E=lJG+ 11125 
S111AIF *I='“E Es2iC.Ul2S 
tl 1 i7Xr*I="C"E=4 tG* 11 125 
1 1 il8ir*J>"C"E=B!G. 11 125 

1 1 1 2 0 G *»1 L 1 1 5 

1 1 125CLEAR3 ICOL0UR2 fF . N= 1 ZTO40 S , 8 
1 U3CN0UE(4B-N3 n 40- N ) 

I lUOPLDTl r N, 0 [PLOTO , 1 6 , 0 $ PLOT 1 P N h G 
lilSflPLOTl ,0 nN-0nFLOT0 r O nSJPLOTl , 0 F <N-8> 

11.16 0PLOT1 , -N t 0 I PLOT Q t ~16t 0 jPLOTl ,-N J 

II 1 7 0PLDT1 f 0 t <8-N) JFUOTO t 0 ,-l6jf'LOTl , 0 , (8-N^ 

11 1Q0N. {M0UE44»44JPL0T1 * 24 f OJF'LQTI , 0 , 8 J F'LOTl , -2 4 , 0 ; PLOT I , 0 , -0 

1 1ZOOHOUEO ,SfF + W-0TO4 (F*R^CTQ5JF , LDT9 |i 'g r 0 ;m. HFLOT0. 0, 0 ;F .0=OTO5 
1 1210PL0T9.8, 0? N, f PLOTS, -10 4 ,0JN , 

1 1220HOUE0 ,56?f - A=0TD4 ; F - B=0TO5 J FL0T9 ,B, 0 J N * J PLOTS p 8 , 0 J F .6-OT05 
1 123DPLOT? * B t 0 IN, i PL0 1 S p - I 0 4 , 8 t N . 

11240X^5^1 Y*8| V^X tH®Y J T*5f G»1 ;S=5JA != 55*C--1 *F=1 |F .R = lT01 

11 25 0H=5+R , X2\ COLOUR 1 J P-0 fQ-T . +9 f F* J=DTD40 tO' 5 J = l , N . i J-T , *9 JO- 40 

1 13D0G +200 

2 0 D 0 0 F * 0 TOT 0 0! ^#E:00Z = AjH.;N*Rr;G *11110 

2 0110 uN > R « G * m m 

> 

COMPUTER & VIDEO GAMES 61 





















*9 






. -rs • . >- *. . 




































That old per- 
ennial word- 
guessing game Hangman is 
given a new lease of Hie on 
the Sharp M2780K by 13-year- 
old Stephen Davidson of 
Aberdeen, 

Using graphics and the 
Sharp s musical capabilities, 
Stephen has produced a sim- 
ple program that will help 



while away the evening hours 
and will challenge and 
amuse your friends. 

If you have a photographic 
memory you might have to 
ask a friend to program in the 
DATA statement words. 
Although there are enough 
there to still keep you guess- 
ing. 

For those of you who have 



MUSICAL MUSICAL MUSICAL MUSICAL 






100 REtl — 

110 REM \ 1 

120 REM I Han? nan 

130 REM t I 

140 RE 11 \ by 

150 REM I J 

160 REM I STEUEH DAUIDSON \ 

170 REM ] t 

ISO REM — * 

190 TEMP 04 • D I MMCI '"25) 

200 GGSUB490 : QOSUE580: G0SUB458 : 6OSUB870 
210 FOR I = 1 TO I NT £ 50+RND £1>+1>: READ RfUlEXl 
220 FOR I-t TO LEN<Rf) : POKE 53554+1 » 42! NEXT 



23U 

240 

259 

260 
270 
230 
290 
30O 
310 
320 
330 
340 
350 
360 
370 
380 
390 
480 
410 
426 
430 
440 
450 



at=o 

GET fi*: IFRS = I,M THEN240 

I F < ASC £ fll)< 65) + £ flSC ( A t ) >90) THE! 1230 
FOR I - 1 TO20 : I FOf =MCf ( I ) THEM 230 
NEXT 

FOR K=1T0LEN£R$> 5 IFAI=MIP$ 1 RS* K, 1 > THEN GOSUB470: IFSI i=UTHEN94y 

NEXT: IFflT=iTH£NMUSIC '-Cl-ETE"* G0T0238 

MUSlC tl _D2" 

MC=MC+ 1 : MCI ( MC > “Hi : POKE 538 32+ ( MC- 1 > + 2 ? ASC<Af '-64: I F MC= ?G 0 S UB 350 : £ NE 1 
GOSUB330: GOTO230 

VK-MC+7 s LLf=LEFTf £L I $ ? VK > : PR I NTLLf ; THBI ; HI : P0KE45 1 4, 10* VK : USR £ &3 > 

F0RDL-1T01 00: NEXT: USR<?1 > : RETURN 

/K=l 4 : ELI =LEFTf CL I $ , VK > : PR IMTLLI? T ABf S H$ 

pr i NT" □flasnnasssHsnncaESCSiBaBss " % tab < 1 0 ;> ; 11 11 = pr i ntlli ; tub * 5 hi 

PR INTLLf ; 1l B"? TAB! ? HI i FOR I = 1 TO 1 U : P0KE45 1 4 >*1 0 + 1 : USR < 68 ) : NEXT : USR £ 7 1 
PR I NTLLf : n E 111 ? TflBI * SMI : PR I NT " H32S2ER 11 ; T flB £ 23 ) ? 11 The word was= “ 

PR I NT "B" ; TAB £27) l R|sFORDL=lTO1000= NEXT : S0SUB1 190: RETURN 
F0RVK-8T014: LL$=LEFTI£LII S VK) : PR I NTLLf? TAB!; HI: P0KE4514 > 10* VK : USR ■ 68 
FORDL-1 TO 1 OS : NEXT : NEXTVK 

USR<71 >:PRINT"EIG5BaBBBnsni3nBB2B3BSBl!B!l" " T AB£ 10 1 : 11 n 1 PRINT! LfsTABfiHf 

PRINTlLi? "C"; TfiBf; H$: FORI = 11010: P0KE4514, 10+1: USP £66 ■ : NEXT iUSRt 71 1 
PR I NTLLf S "B M ; TAB! 5 SNf s GOTO U 90 

PRINT "EBBS 11 5 SFORX“1TO20: PRINTTABCIS) : " " = NEXT: RETURN 
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never played Hangman, it is a 
test of your vocabulary and 
knowledge of word structure. 
You are presented with a 
series of empty spaces, which 
represent a word the compu- 
ter has committed to memory. 

The computer then invites 
you to guess one letter which 
might be included in the 
word. If the letter is there 
somewhere then it appears in 
the correct place on the 
screen. 

If it does not feature in this 
word then the first struts of a 
gallows are drawn on the 




j 




468 

478 

480 

490 

500 

510 

520 

530 

540 

550 

560 

570 

580 

598 

600 

618 

620 

630 

640 

650 

668 

670 

680 

698 

700 



screen and the poor devil who 
is about to be hung appeals 
for aid. 

Another letter and you 
should have some clues about 
the word s construction. For 
example: a G J as the penul- 
timate letter suggests the "H" 
would be a good guess lor 
that final place. 

If you guess the word before 
the victim is hung you notch 
up a victory. If not then you 



have his death on your con 



science, Stephen's victim 



makes very passionate ap 



peals for your aid 



One helpful hint is that 'E 



followed by "T" are the most 



common letters in the English 



alphabet. 





rfr-t' , *■ 'Tim 



1 Tr^ 



'■ ”?.w. 



ii - i t i- - n mnT*nn!TTjrT!rpri£HTno u 
v L_ i -t — lilMMUUkJUukJUUiyMU 



PR I NT " QB&SS&BnSSSBBQBS 11 : : FQRX=1T08: PRINTTOBC IS) I " _ 11 s NEXT: RETURN 

P OKE 53 55 4+K ? ftSC CM ^64 : RT— 1 s SUB=SUB+1 : IFSUB=LEN'LR$ >THENSLI=11 
HC$ C 20-SUB RETURN 

| ESS5SS m* 333St3DdKS£SS V mm IB33S33 ®m I" 

H$=H$+ "BOSSES IIBEEES I 1 BSSSEESS m ® 1 s LI H3BBBHSHSS3BBBGB- 

Tor- .f ii PEiunniflflnmp u 

I HOT” HIlAUbUUE'Ufl 

= NJ = ” HE •" 323333 I 1 32332 -/ISSSS&W^BSSSSa khk) 1333333 1322222'' 

SN*=SN*+" I 133332 1 133322 $ !" 

HI*="CI3BHSCBSS33BB2EEEESEES 132 133 l!T-V/a S3 S3 OH NO ! “ 

HJI = '’IIIBBS33BBSBB33EESSSSSEE 32 02 3 'V r B S3 S3 
Hf f ="03333 33 330333 333 3 SEES E EE EEE !!23 133 132 ISEEE3 23 S3 223 11 
HL$='QBB333B3B33B33SBBEESSEEEEEE 333 32 S3 SEEES S3 S3 S33 " : RETURN 
PRINT" EDO" ; 



-I 32222 - 3223S4 t*?^B233S3l 13222221 1332222 



OH NO 



132 ISEEE3 S3 S3 233 -" 



" : RETURN 



PRINT"t:*§3333 

PRINTS T 

PRINT "HI -T 

PRINT"! & 

PRINT’mT 

PRINT "IT 

PRINT”! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT"! 

PRINT" 



an 

i mm i 
i mm t 

i t 
i i 

ti§ m 



m nrstv m 

m STUFF $ 



“Han? nan= 

Help! I an about 
to be killed for 
a c rifle I did not 
cor ii ' lit ! <as usual ! > " 
Only you can save 
rie by ?uessi m the 11 
the ri ?ht word 
before I aw lowered 11 
into a oat of shark" 
inf est e d oust a r d ! t 11 



Will you help 

<V OR N> 
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SAVE AN INNOCENT MAN 



0 



S30 



8 
8 
840 

850 

880 

378 

880 

390 



MUSI C "Cl DER 1 EDC“Cr ETERI 
SETfi*: IF A**" "THEN830 
IFh$= ,, V"THEURETURN 
IFfl*="N ,, THEN400 
SCITOS30 
FEINT "3BI3EHI!" * 

PRINTTRBC22) 5 11 ? What letter 

PRINTTfiB<23): "nnEBBBB r— f — r- i 



-£- D“ CODER 1 EDCTC2TD2TE2R2TEZ- D2TC6 " 



" I 

U 



J 'i 



900 PR1NTTABC23) 

910 PRINTTAB<23) ; 

928 PR I NTTAB C 22) ! " ESK2C The „-e a i e w ronf 

930 RETURN 

940 FORDL= 1101000= NEXT 
950 PRINT "E M N U 1:1=13 

960 PRINT” ® m B ^ £1 t;ii H 



i » 



mm 81 a 

8) m 



970 PRINT" 
980 PRINT" 
990 PRINT" 
1000 PRINT: 
1010 PRINT" 
1020 PRINT" 
1030 PRINT" 
1040 PRINT" 
1050 PRINT" 
1069 PRINT*' 
1079 PRINT" 
1030 PRINT" 
1090 PRINT" 
1100 PRINT" 
1110 PRINT" 
1120 PRINT" 
1130 PRINT" 
1140 PRINT" 



« a mr mr tssj *i**a a a 

■ ii) El El El El 

■ a a si u * ) feu til a 

Ml IS I C " D 1 #D1 E 1“C2E I"C2E 1 



■ce 



low 



I don 't 
Vou saved ci / 

ESS 
I I 

i Jim i 

I OE I 

\ TT ^^ r . v 

mm 
mm 
mm 

i t 
t i 
i i 

m B M :FORJ 



be lie ye 
life ! 



C 1*C 1~D 1“#0 t“E 1“C 1"D 1“E 1“E 1 B 1“D t"C6 " 

it ! 



They are soim to" 
h arr? we a* a in’" 



p 1 1 3 s e e ■ o. v e pie . 



458: PRIHT''IDESS1[!EI!BI!3EEE! 



n> ii 



TAB (24) ; " 
TAB<24> S " 
TAB(24> ; " 
TQBC24 ); * 
TAB(24> s " 
TAB ( 24 > ? " 
TAB < 24) ; " 
TAEK24) ; " 
TAE: (24 ) S '" 
TAB<24>? " 



1 



1 1 50 PR I \ IT" □SSEESEEOHEBtf 1 

1160 GETftJ ! IFA$=" 11 THEN 1 160 
1170 1 FAT- " N "THENFR 1 NT " E " : END 
1180 
1 1 90 
1200 
1210 
1220 
1230 
1240 
1250 
126@ 

1270 
1280 
1290 
i 300 
1310 
1 320 
1 330 
1340 
1358 
1360 
1370 
1380 
1390 



1 T03 : PR I NTHJ i J HK$ ; HL $ ; HI $ : NEXT 
: TREK 21 > i "TRY AGAIN 



RIJN 

GO SUB 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 



■ R “ 

- 1 . 
I F ! 

I 1 
I I 
i I 



f1U3 1 C "C6R2C4R1C4R 1 C 6R 1 #D4R 1 D4R1 D4R1C4R 1 C4-B4P 1 C6 " 
PR I NT "3 Try As a t n ? E " * GOT 0 1 160 

ORT A "SHARP 1 * , "DESPAIR"? "HELP'S "MILD" T “ANGEL " 
"HOPE"? "PEACE'S "MOTHER'S "GIBE'S "LIFE' 1 
*' FLOWER’* ? "EARTH" , "SUN" , ''STAR'S "FIELD" 

"WORLD'S "SPEED’S "BASIC" 
"COUNTRVS " POVERTY'S "SHIP" 
"WELCOME'S "ANT'S "CAT'S "DOG'S "BOX " 

"DESK'S "CHAIR'S "SUMMER'S "SPELL'S "COOL" 
"HEAD'S "RADIO'S " APPLE'S "ORANGE'S "STEREO" 



1410 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DAT H 
DATA 



"KNIGHT’S "WORK" 
"PLAY'S "PEOPLE" 



BASE'S "EAR" , "LIGHTER'S "BOOK'S 'TONE V" 

HELLO'S "TELEPHONE'S "RHYTHMS"* " CHANGE *S "SPECIAL" 
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Only with your help can we con- 
tinue to make Computer & Video 
Games a worthwhile purchase. 

Our continued existence as a 
magazine depends on you, the 
readers, deluging us with games 
program listings which you have 
invented for your own mic- 
rocomputer. 

We are willing to pay £10 for 
each games listing we publish 
and for those listings we are par- 
ticularly keen on there is a 
further financial incentive. 

We will professionally market 
the best games that appear in 
our magazine through high 
street chain stores and if your 
game proves a winner it could 
mean a flood of royalties coming 
your way. 

Those are just the start of the 
temptations we are offering you 
to become a Computer & Video 
Games contributor. 

Please check your programs 
carefully before you send them 
into us. I know the temptation is 
to look at our creations through 
gold-tinted spectacles, but, just 
before you run it off on the 
printer, check to see that if the 
biggest moron going tried to 
play the game (I may well do so 
when it gets to the office) he 
could do so without crashing it. 

Another please now: Please do 
not send us programs that you 
have copied from professional 
tapes or spotted in other publica- 
tions. these may be spotted by 
our eagle eyes or they may slip 
through and cause untold prob- 
lems. 

We will look more favourably 
on games which show an origi- 
nal touch and have a new 
approach to solving the inevit- 
able problems which crop up in 
mid-game conception. I'm sure 
you know the sort of thing: that 
bomb which, when fired, wipes 
out all that carefully put- 
together background along with 
the target; the space invader 
deserter who decides to disap- 
pear off the screen and roam 
around in limbo rather than 
returning to the fray. 

If possible could you include a 



cassette of the game so that we, 
or one of our review team, can try 
it out and give us a rundown on 
just how good it is. 

Each month we will be picking 
out a couple of programs and 
giving a run down on how they 
were put together. What the vari- 
ables are doing and how the 
programmer has overcome cer- 
tain problems with an idea that 
other readers could adopt to 
their machines. 

So if you could also enclose 
with your listing, a brief run- 
down of how to play the game; 
whether it can be played by one, 
two or more people. 

A brief synopsis of what the 




VggYTOPRWS 

You could be in a position to treat a 
friend to a weekend in Paris — 
complete with spending money — 
next year. 

That is the prize for the best 
games program listing sent in to us 
in (he first 12 months of this 
magazine's life 

Paris may not be the games capi- 
tal of the world but if dees have its 
attractions and, when you are 
spending our money, I'm sure it 
will be all too easy to turn what 
could have been ' just another 
weekend", into the weekend of a 
lifetime. 

Come next October a panel of 
judges will sit down to play all the 

game is about will also be of 
benefit. And finally we would 
like to have a list of what the 
variables or certain subroutines 
are doing, which part of the 
program makes the trees grow; 
or how you shot all the deserting 
space invaders and made them 
fall on the poor defender 
instead. 

Computer & Video Games is 
an opportunity for the nameless 
thousands who have been alone 
with a microcomputer for 
long. So whether you have wri 
ten a massive adventure in 4 
for your Apple, or a IK bat 
ball program for the 
ZX81, we are waiting 
from you. 

I'm sure there must 
of easier ways to earn 
but are there any as r 




best games 
into us. They 
the original) 
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computer h 
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HAS anyone played Spare 
Invaders with the sound turned 
off? The game immediately loses 
an enormous amount of its 
appeal. Even the familiar 
"Plonk", "Plonk", of the bait 
bouncing backwards and for- 
wards goes a long way to stpp a 
game of video tennis becoming a 
total bore immediately it is 
turned on. 

The reason for this is not hard 
to explain, a fourth exciting 
dimension, sound, has been 
added to these games which we 
find both stimulating and satis- 
fying, Equally exciting is listen- 
ing to a favourite piece of music 
being played in four-part har- 
mony by your own computer, 
especially if you entered it your- 
self straight from a manuscript 

This page will deal exclu- 
sively with this fourth dimen- 
sion. I intend to describe practi 
cal circuits which will enable 
you to add simple sound to your 
own programs, make good use of 
any inbuilt sound facilities, con- 
trol external sound sources and 
also take advantage of the excel- 
lent commercial music programs 
which are becoming available, I 
will also mention any good 
books or articles on the subject 
which 1 come across* Of neces- 
sity, several of these packages 
will be dedicated to one make of 
computer but l will try and keep 
as wide a spectrum as possible, 




A computer can control all kinds 
of external sound generators. It 
can cause a siren to sound or a 
starting-gun to fire. It can easily 
be made to modify sounds 
already being generated by 
some otheT electronic device. 
e.g. change its volume, add vib- 
rato or change pitch. 

Some electronic organs and 
synthesisers now being mar- 
keted have facilities built in 
which allow them to be directly 
interfaced to a computer. 

There is also a new generation 
of dedicated sound making chips 
such as the AY-3-89 10 which 
have been expressly designed to 




be controlled by computer. 
These chips contain several 
generating circuits which pro- 
duce both musical tones and 
noise. 

In-built registers on the chip 
are filled with control instruc- 
tions by the computer which can 
then forget about sound and per- 
form some other task, leaving 
the sound chip to get on with 
making noise. Sounds from 
three-part music to terrifying 
explosions can be produced. 

Exciting new forms of this type 
of circuit are now appearing on 
the scene, they are the speech 
synthesisers. Individual words 
or phrases can be stored perma- 
nently in memory chips 4R.O . M .s) 
mounted on an external speech 
board. The words are ''spoken” 
under control of the computer 
and whole sentences can be 
constructed. Another, more ver- 
satile, method is to have only 
phonetic parts of speech avail- 
able which can then be strung 



together by the computer to 
make an infinite number of 
words. 




Several micros are now being 
made which have sound 
generating circuits built in. 
Some of these are quite sophisti- 
cated and can generate compli- 
cated sounds and music. Others 
are intended only as warning 
bleeps to signify end of line" or 
"error". If no direct facilities are 
provided, it is still possible to 
generate even quite complicated 
noises and output them to a 
small amplifier via one of the 
ports. Indeed, even a direct con- 
nection may be unnecessary, 
sound from the computer being 
picked up by a small radio 
placed nearby! Computers work 
at high frequencies and some ol 
this energy is radiated. 

How a computer can actually 
make sounds itself is something 
which I will discuss in future 
articles. Here 1 will just say that 
signals can be produced which 
come out of one wire ' endways \ 
in a serial form. 

Alternatively, signals can 
come out "sideways", or in para- 
llel form, using eight wires all at 
once. These eight wires corres- 
pond to the eight bits of the com 
puter data output port. If this 
form of output is used, some kind 
of external circuit will be 
required to change the eight 
digital signals into a varying 
voltage which can be fed to the 
amplifier — a digit al/analogue 
(D/A) converter but this is a 
subject for the future. 

Anyone near the International 
Pet User Group stand when the 
Pet pantologist Jim Butterfield 
was there, would have heard a 
new program which he brought 
over from Canada (not yet avail- 
able commercially). Full four- 
part music was demonstrated 
together with attack, sustain and 
decay, all computer controlled. 
In addition the word Commo- 
dore" could be "sung" to a scale 
played on the keyboard, I won- 
der when we'll hear the first 
opera written and performed by 
computer,,., any suggestions 
for a title? 
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TV VIDEO 
C ABINET U 



w j . 5 r i 



TV, VIDEO 

STAND 

I roc lost vhttiut (trpsial nard^rs for t„ , <w 

debit mi AtftsA BtrelavtinlNo. nnnmnnnnm 



Vddrts*, 



TV/VIDEO 
CABINET B 

Only £69,50 inc VAT. 
packing und dclivt:ry 
Pull out gliding shell' 
Deep h to rage drawer for 
your cassettes 
CaMors 

Simple Self-assembly 
291" wide. ?r high. 18" 
deep 

Intel mil width of the 
VC K shelf 20*" 



TV/VIDEO 
STAND C 

Only 09.75 inc VAT. 
packing and delivery 
Stylish malt black 
columns 

Double wheel castors 
Simple self-assembly 
Pull out gliding shell 
32" wide. lhV‘14" high, 
I6* 1 " deep 






T<f ord^r In phiAc tall during oIMfv hOMt" f, L <Ci II nuoirng u,ui 

Anoriv liardiiy uur' d Nu (i-r till in (he o nip* m no si .imp m-eikd 

b. *ma tm v « « — v * m* — — Wm — — ■» mm — — — 

Send So: t‘,m,L'u I Id. I Kl 1 l-'OSl. C anvti In land. I sS* | ItK 

Tnh W i^nui HlthA AnH , u . 

Effort t-JImrl Klfwl P 

I TV- VIDEO |“ 

CABINE 1 A ^ * 



I SiMFMturt' 



€mco 



1 V/VIDEO 
CABINET A 

Only £69.5(1 inc VAT, 
packing and delivery 
Attractive smoked glass 
doors 

Pull out gliding shelf 
Deep storage drawer lor 
your cassettes 
Castors 

Simple self- assembly 
■ 294" wide. 2Y high. 18" 
deep 



The main SHARP dealer in the U.K. for 
SHARP ha rd ware/software , 

Sharp MZ 80K 48K computer 399.00 

includes Y,A.T. and dispatch 

Sharp M Z 80 I/O interface unit 95*00 

Sharp MZ HO FD dual disk drive 660.00 

Sharp MZ 80 P3 80 col printer 399.00 

Xtal ® CP/M operating system 1 72,00 

SOFTWARE includes Asteroids, Alderba- 
ran, Election 1984, Towering Inferno, 
Escape from Colditz etc., etc,, new games 
introduced every month. 

For the Sharpsofi hardware Software 
catalogue tout registration [subscription form 

for SHARPSOFI USER NOTES send 35p 
stamps to SharpsofU Ltd., 86*90 Paul 
Street, EC2A 4NE, 



LANDAU 



THE 

COMPUTER, VIDEO AND ELECTRONIC 
GAMES SPECIALISTS 



COME TO OUR PRE CHRISTMAS 
•ATARI’ EXTRAVAGANZA* 

THURSDAY 26th NOVEMBER 
ALL DAY TILL 8pm 



LION HOUSE, 

227 TOTTENHAM COURT ROAD, 
LONDON WC1, Tel; 637 3024 



PRODUCTION OF THIS AD ENTITLES YOU TO 

£10 OFF ATARI* 400 800 COMPUTERS 

£5 OFF ATARI' VIDEO GAMES 
£1 OFF ALL SOFTWARE 



MAIL ORDER DEPT 
Q1HS43 S434 
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ComServe 

COMPUTER SHOP PRESENTS 




THE EL EG ANT, EX PAN DA BL E 

COMSERVE VIDEO GENIE 
HOBBYIST PACKAGE 



This is a package of all the items we feel a beginner will need 
when he first starts to use his Genie. 

The offer comprises a Video Genie EG3Q03 with 12K BASIC, 
15770 bytes of user programmable memory, upper and lower 
case and graphics display, built in tape recorder and QWERTY 
keyboard, with sound kit and joystick sockets installed and two 
joysticks* 

There is a user manual and a BASIC manual, and a program- 
ming for beginners book. 

There are three cassettes with demonstration programs and 
games and useful routines including a STARTREK type game, 
SURROUND, CHECKOUT, HANGMAN, WORDFIND, FRUIT, 
MAGIC CARPET, a name and address list program and a 
pit-school letter recognition game. Four other games tapes will 
be included. 

There are three blank computer quality cassettes for your own 
use. 

There is also a head cleaning tape with a demagnetising 
action for the tape recorder. 

There are four coloured folders for the manuals or for screen 
overlays 

The television is not included 

There is a one year s guarantee on parts and labour, 

This package Is available on ten day delivery, send your 
cheque for £395 with your order. 



This machine is fully expandable NOW, a printer andor 
Aculab may be connected to the console, or an expansion 
interface may be connected, which includes disk and printer 
drivers and spare SI 00 slots. The S100 bus in the expansion 
interface can take a huge selection of boards to cover most 
hardware needs, and this includes the ability to run other 
processors, including 16 bit ones. There is a massive selection 
of good quality software for all small computer applications 
including word processing, accounts, stock control, engtneering 
applications, and educational use, It can run many other lan- 
guages apart from BASIC, compilers and assemblers too, 

Epson and Seiko printers stocked, from £230 inclusive. 

Graphic games al £11.20 each inc. GALAXY. METtGR MIS- 
SION, NOVA (asteroids), ATTACK FORCE, COSMIC FIGHTER, 
INVADERS, SHOWDOWN. BASKETBALL PINBALL, DEATH 
MAZE, LABYRINTH. Adventures at £13.35 each, ADVENTURE- 
LAND, PIRATE, GHOST TOWN, VOODOO CASTLE, THE COUNT 
(Drpcula), SAVAGE ISLAND. SPACE GDESSY Many, many 
others available NOW, 

98 TAVISTOCK STREET, 
BEDFORD, BEDFORDSHIRE 
TELEPHONE (0234) 216749 
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The Space Monster is a horrend- 
ous scarlet blob complete with 
sprawling tentacles It lurks 
behind an army of 10 robots fling- 
ing deadly missiles groundwards. 

When it senses victory over 
the ground forces {you) it rushes 
earthwards to finish them off and 
the whole thing can be a very 
nasty experience - especially if 
you have a phobia about spiders. 

A Philips G7QOQ spin off from 
the Space Invaders cra/e, Space 
Monsters does not have rows of 
advancing horrors, just the 
monster and his 10 robots, each , 
of which is equipped with a can- , 
non and a shield to hide behind. 

Your ground forces consist of 
a large and easily-hit tank, with 
three reserves and three shields. 
Each time the monster or his 
robots score a hit you appear on 
the screen as a vulnerable little 
figure which has to dash behind a 
shield and press the button to 
put yourself into a new tank. Any 
hits on you white tankless give 
an instant win to the monster. 

With each new tank for which 
you press, one of your remaining 
shields disappears. This makes 
the opening period of each new 
wall critical for if you lose some 
shields before creating a breach 
in the robot's line, your large 
tanks are easy to hit, 

The robots and their cannons 
are vulnerable only for a split 
second while their shields move 
to one side for them to fife. 

Around £15 from your local 
G70QQ dealer. 



ALIENS IN 
YOUR SIGHTS 



WIMBLEDON 

WITHOUT 

TANTRUMS 




The TV game of Tennis has come 
a long way since that first simple 
paddle-and-ball version appeared 
in the darkest corner of your 
local and then re-materialised in 
the living room. 

The latest Tennis games cap- 
ture much more of the atmos- 
phere of Wimbledon and that 
sport played by the Bjorn Borgs 
of this world. 

One such cartridge, produced 
by the US firm ol Activision for 
use with the Atari Video compu 
ter system, offers a skilful 
challenge which compares 
favourably with the Atari Basket- 
ball game. 

Two small figures whack a ball 
around a three-D simplification of 
a tennis court, rackets swinging 
whenever they are within arm s 
reach of the ball, in an attempt to 
ouHnanoeuvre one another. You 
cannot hit the ball out of play or 
into the net but it is possible to 
misjudge the bounce which is 
gauged by following the shadow 
of the ball along the court. It is all 
too common to find yourself set 
an impossible chase across the 
court after a sharply-angled shot 
from a superior opponent. 

The skill to acquire is leaving 
the bail until the last moment to 
hit it at an acute angle. 



Using this technique it is pass 
ibie to reproduce much of the 
excitement of the real thing, 
including ace serves, serve -and - 
volley play, baseline duels and 
"running around' 1 a shot to put 
it into the opposite corner. 

Another recent launch from 
Activision is Boxing This gives a 
view from above a boxing ring as 
two competitors slug it out. 

Points are scored in ones and 
twos for hits to the opponent s 
head. Each hit. rocks him back and 
the best tactic is to trap him 
against the ropes and score as 
many points as possible before 
he fights his way clear again. 

The defensive boxer will find 
few places to hide in this ring 
and sheer aggression, combined 
with feverish button pummelling, 
usually wins the day Knockouts 
occur when a fighter scores 100 
points, otherwise it is two 
minutes of frantic action, 

Only' two versions here, 
against either a human or a com- 
puter opponent, but the compu- 
ter often takes e beating 

These two cartridges are the 
first written by Activision for the 
Atari and are being distributed 
here by Computer Games at a 
cost of £16.95 each. More are due 
soon. 



Space themes are stilt eye- 
catchers in the video games 
world - even though Space 
Invaders enioyed its heyday in 
1379, Each TV games centre 
manufacturer makes sure he has 
a few alien titles in his range. 

Space Battle is one of the 
latest of these offerings, running 
on the Database video unit. It has 
a J, Star Wars" theme to it with 
the player looking through the 
cockpit of his spaceship as a fleet 
of fast-flying alien spaceships 
approaches 

As the attackers home -in on 
you, the skill is to dodge their fire 
while replying with your own 
lasers when an alien ship is 
within your sights. 

Points are scored for each one 
destroyed, with three for a Star- 
ship; an Alien nets you five and 
seven tor a Spacefighter. Only 
three lives are granted. 




Also out now is a golf cart- 
ridge, played on an 18-hole 
course and offering players a 
choice of club for each shot 
Among the hazards to avoid are 
rough, bunkers and trees lo 
increase the difficulty of the 
game further you can change the 
wind speeds end directions. 

Database cartridges are 
somewhat cheaper than the rest 
of the market brands, and Golf 
and Space Battle are Cl 3 each. 
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It is back to the Middle Ages and 
siege warfare in Stone Sling, 
Just to prove that technology 
can take you back into the past 
as well as the future — and! still 
satisfy all those destructive 
urges. 

With Stone Sling you could 
soon rival Oliver Cromwell in the 
number of castles you batter 
down The scenario is extremely 
simple — two knights, each with 
a catapult slinging rocks over 
their own castle and a late in an 
effort to reduce Their opponents' 
casEe to a pile of rubble. 

Tactics can be varied either by 
disabling yaur opponent's 
catapult or smiling him with a 
well-aimed rock. Both of these 
tactics cause the opposition to 
retire tor a few seconds while 
you get in some ranging shots on 
the castle. 

This cartridge is one of the 
latest batch from Philips for its 
G70Q0 video unit. Among l he 
other new Videopacs on the 
market are laser War and Catch 
the Ball All Philips cartridges 
have a recommended retail price 
of £15, 

FOR PINBALL 
WIZARDS 

You can steal a march on the 
pin-ball wizards by practicing at 
home on Super Knockout. 

This version of the old 
amusement arcade favourite 
game runs on the Acetrontc MPU 
1000 entertainment centre. This 
TV test of Quick reactions and 
co-ordination is complete with 
flippers, bouncing balls and flash 
ing lights — and you can not tilt! 

Shooting gallery takes you 
back to the fairground — except 
that there is no goldfish to be 
won when you achieve a high 
score. It incorporates 32 versions 
of the airruand-fire game to test 
your eye and timing 

These two games are not 
so imaginative as some of 
those already in the Acetronic 
catalogue but will help fill in the 
range. The Acelronic cartridges 
retail at £14.95 each. 



ASTEROIDS 



Vaporising ever-larger clusters of 
meteors before they belt your 
spaceship are the ingredients 
which turned Asteroids into a 
classic pub and arcade game 

It has survived the conversion 
to the living room, remaining |usl 
as addictive and offering a 
good deal more colour and 
versatility. 

Both the original Asteroids 
arcade game with the hyper- 
space button and the more 
recent Asteroids de Luxe, with 
the shields innovation, are to be 
found among the 66 versions of 
the game on the Atari cartridge. 

The action centres on a small 
arrow-head-shaped spacecraft, 
controlled by you. This can be 
rotated m either direction, it can 
fire at a reasonably rapid rate at a 
push of the button and — for the 
more advanced — thrust off in 
the direction you are heading. 

This ability takes some control- 
ling, for although you start slowly 
it is possible to whizz across the 
screen faster than any asteroid 
with a very good chance of crash- 
ing. There is also the worry that 
unless you get back to the centre 
of the screen before the last 
asteroid is destroyed you will 
find an asteroid materialising on 
top of you. 

There are also three special 
features hyperspace, shields 
and flip. Hyperspace is a classic 
panic button. When destruction 
seems inevitable push the joy- 
stick back and you disappear off 
the screen, on ly to re -appear 
split seconds later elsewhere. 
There is no guarantee that you 
will not re-appear on top of an 



asteroid, though, and that split 
second it takes you to re- 
orientate yourself may also be 
your last. 

Shields last for only two sec- 
onds They enable you to pass 
through the asteroids but d you 
put them down too soon it is 
fatal — and the same applies 
when you keep them on for more 
than two seconds. 

Flip gives the ability to Turn 
tSQ degrees instantly and fire at 
any asteroids trying to sneak up 
behind you. 

One difficulty switch "A", alien 
satellites add to your problems 
by flying across the screen firing 
at you. A large blue one of these 
emerges early without appearing 
very adept at either dodging 
asteroids or firing accurately. His 
little green brother which 
appears more frequently in the 
later stages of the game is far 
more accurate. 

The asteroids split in half 
when hit with those halt-size 
pieces of rock splitting again 
upon another hit. These small 
boulders are destroyed on the 
next successful shot but being 
taster and more difficult to hit are 
worth more points. 

Arcade Asteroids machine 
players will have to learn to use 
the joystick instead of pressing 
buttons and may need to re think 
then tactics but Otherwise this is 
very dose to the game they 
already love, Whether they can 
afford the £34.50, which makes 
Asteroids one of the more 
expensive cartridges for the 
Atari Video Computer system, is 
another matter 




CLOSE 

ENCOUNTERS 
OF A 

HAZARDOUS 

KIND 



Take command of a space ship on 
a dangerous mission into the 
uncharted depths of space filled 
with hazardous encounters. 

In Astrosmash, new from ACC 
for the Mattel Intellivision 3D 
home video unit, you control the 
command space ship on a mis- 
sion mto outer space, navigating 
through meteor showers. The 
safety of the ship depends on 
your expertly aimed laser fire If 
you miss the falling stars and 
they get you instead, it's too late , 




Only three lives are yours to 
play with, on The way to totting 
up your score, which is boosted 
by the number of meteorites 
destroyed. 

The beauty of Intellivision is 
the high standard of (he graphics 
and realistic effect of a three 
dimensional picture. The whole 
game is given a visual depth 
which ordinary video units can- 
not equal Instead of the stilted 
movements which are an eye 
sore on so many games, Intellivi- 
sion graphics flow when they 
move, making them much more 
realistic. 

Intellivision really comes into 
its own on the sports games in 
which the players look more like 
real humans. You can see their 
leg joints move and flow as if 
they really are running 

The latest game in the range 
titled Maior League Sports Net- 
work, is Bowling, which is out 
this month. The game incorpo- 
rates standard bowling rules 
with a bowling alley and skittles 
on the screen, all in perspective 
You operate the bowler using 
the hand controllers to get the 
angle of the shot correct. The 
cartridges cost £18.96 each, 
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PLAYING Adventure on a main- 
frame computer is a tough nut lo 
crack,. taking months and months 
to solve. But that doesn't stop 
people sneaking into the compu- 
ter room after dark to tackle it. 

Most large makes of comput- 
ers can run a variety of games 
but Adventure is the most popu- 
lar and best suited. It is much 
more of a test than a micro based 
game because of the massive 
storage capacity mainframes 
have, extending the vocabulary 
into the thousands. 

Many more details of scenery 
are available than on a micro 
and there are far more places to 
get lost in, more treasure to find, 
more dangeispots and hazards 
to overcome. 

The principle of the game is 
the same as any adventure 
game You have to find a certain 
number of treasure pieces which 
are dotted about an area 
littered with dangerous objects 
and evil beings. 

Not only do you have to find 
the treasure but there is also a 
points system clocking up your 
score. You get 10 points for find- 
ing a piece of treasure, 10 points 
for getting it safely back to the 
store room, one point for each 
room you manage to enter but 
you lose 10 paints if a piece of 
treasure is stolen by pirates, 
dwarfs or trolls, who are all out 
to trick or trap you. ^ 

Usually the top score is about 
the 350 mark: obviously you must 
try not to give away any points 
while you're on the treasure 
trail. 

When you get down to a seri- 
ous game of Adventure, it is best 
to keep a record of where you 
have been in map form. 

The sooner you find out the 
boundaries of the area in which 
the treasure is hidden, the sooner 
you can positively start looking 
for it by gathering information 
and clues. Be brave and try 
going in every direction poss- 
ible and in to every building 
i, whether it's a safe looking barn, 
an evil smelling dungeon or a 



What it boils down to is that 
the game can only successfully 
be played by trial and error, frus- 
trating though it may be. 

A noteworthy tip in case you 
foolishly set foot in the 
labyrinths of underground 
mazes is to leave behind some of 
the least valuable clobber you 
are carrying.. By leaving a 
marker behind you'll save a lot 
of time aimlessly walking 
through corridors and tunnels 
which look exactly alike, 

IE you leave a pointer, say 
some food i which always 
attracts the malicious dwarfs!, or 
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your water bottle or a couple of 
coins (providing your lamp isn't 
going dim in which case you will 
need them to put in the vending 
machine for new batteries), you 
can quickly establish a map of 
the maze and get yourself out 
safely. 

Console yourself with the 
knowledge that the computer is 
not always as tight-lipped as 
you may at first think. For 
instance it gives away some 
clues, subtle as they are, but 
your knowledge of classic fairy 
tales comes in handy. 

To find any piece of treasure 
you have to follow each step in 
the correct sequence. You'll be 
hitting your head against a wall 
if you get to a stage when you 
know you should be able to use 




obtain some treasure but you are 
lacking a vital item. An obvious 
example is the bird chirping 
happily in the sky. You know you 
need it for something but forgot 
to pick up the cage to catch the 
flighty creature in at the previ- 
ous step. 



Before, during and after you 
experience a close encounter of 
the kind you would rather not 
have, with trolls, dwarfs, wizards 
and elves, you are bound to have 
the opportunity of picking up a 
variety of objects. Some of these 
are worth having, the lamp, 
money and weapons are good 
bets for a kick off, but some are 
just put there to lead you astray, 
It's up to you to decide which you 
are going to need. 

And unfortunately it's only 
your good judgement and luck 
which will reveal the three or 
four magic words which are vital 
for finding the treasure. Often 
you just stumble against them, 
and sometimes you're given a 
clue in the form of a riddle which 
you have to puzzle out. 

There are going to be times 
when you will want to beat up 
the computer yet the only way to 
vent your anger and frustration 
is to swear at the machine, It 
only makes you feel even worse. 
It will either answer you back 
with whatever expletive you 
used, or it will chastise you with: 
"tut, tut. Mind your language, 
please". 

At the end of the game, either 
when you have found al! the 
booty or been killed or commit- 
ted suicide (yes, even that's 
possible if you can't take the 
strain), the print out will give 
you an assessment of how well 
you fared, along with your points 
score. 

It's just as well there are no 
hard and fast rules to stick to. If 
there were it would be far too 
easy and the fun would be taken 
out of it. 

And once you have been 
whisked away by a crowd of 
laughing elves into the sunset 
having found all the treasure 
there is little left to hold your 






the TV but on some machines the 
programmer must insert his own 
routine to ensure a true random 
start for the RND function, 

A games program will usually 
begin by printing instructions 
and waiting for a response from 
the player before starting the 
game. This is a convenient point 
to insert the randomising, and a 
simple way to do it is: 



While it is not difficult to learn 
enough Basic in a short time to b j 
able to write short, simple prog- 
rams, the language was not 
intended to be used lor large, com- 
plicated programs. 

In fact it was designed before 
modern structured programming 
techniques had been formulated. 
As most of us are stuck with Basic 
on our home computers we have 
little choice but to write our large 
programs in this language. 

My aim in this series is to pres- 
ent algorithms and programming 
methods which make it easier to 
write programs which work prop- 
erly. Where routines are given in 
Basic they will be written with a 
minimal subset which should be 
easy to understand but is not 
intended to follow the syntax 



100 PRINT TRESS ANY KEY 
WHEN READY' 

110 GET AS 

120 LET X - RND 

130 IF AS = " " THEN 110 



required lor any specific machine. 

All questions, seemingly unsolv- 
able programming problems, and 
suggestions for topics to be 
covered will be welcomed. This 
series rs intended to help you prog- 
ram efficiently and the content of 
future articles will be governed 
largely by the comments and ideas 
received. 



When the program continues 
the next value used from the 
random number sequence will 
depend on how long the player 
waited before pressing a key. 

That, however, is not very 
satisfactory tor two reasons; first 
Basic is rather slow and normal 
variations in the speed of pres- 
sing a key may produce only 
three or four starting points; and 
second someone sitting with his 
finger on a key while the instruc- 
tions are being printed will 
defeat the object oi the routine. 

The second objection can be 
overcome in Basic, by adding an 
extra test at the beginning of the 
routine, but to ensure a wide 
range of starting values for RND 



quence appears every time the 
machine is switched on it is 
often necessary genuinely to 
randomise the starting value. 
Some Basics make a provision 
for this — for example, RAND on 
the ZX-81 and RND(-TI} on the 
PET — which initialise the ran- 
dom number seed from the 
number of frames displayed on 



Most games programs use ran- 
dom numbers, so it is important 
to know something about how 
random number functions work, 
what their limitations are, and 
how to use them efficiently. The 
RND function in Basic gives 
pseudo -random numbers, calcu- 
lated by a procedure which is 
designed to produce a sequence 
with no easily -detect able rela- 
tionship between successive 
numbers, and with the numbers 
spread evenly over their range. 
The method used on the ZX-81 
and described in the manual is 
typical of the pseudo- random 
number generators used in mic- 
rocomputers. The ZX-81 keeps a 
number between 1 and 65535 as 
a seed for the random number 
and a random number is pro- 
duced by first calculating a new 
value for the seed as 75* (seed + 
1)- 1 (taking the remainder after 
division by 65537 if the result 
exceeds 65536) and then return- 
ing the new seed divided by 
65536 to give a number between 
0 and L 

Those pseudo- random num- 
bers are good enough for most 
purposes but as the same se- 
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a machine code subroutine is 
advisable. 

Another problem arises with 
random numbers when you need 
all the numbers to be different. 
Shuffling a deck of cards can be 
regarded as a problem of this 
kind, requiring a routine to gen- 
erate a list containing the num- 
bers 1 to 52 in random order. 

When only a few numbers are 
needed it is simple enough to 
test each number as it is gener- 
ated and discard those which 
have already been used. With a 
longer list required this proce- 
dure can take a long time and, 
even worse, with a bad random 
number generator it may not 
terminate, 

A simple way to perform a 
shuffle is first to fill an array 
with the numbers in order and 
then work through the array, 
exchanging each element with a 
randomly-chosen element* A 
simple routine to do this is: 

10 DIM A(52) 

100 FOR I = 1 TO 52 

110 LET Ad) = r 

120 NEXT I 

130 FOR J = 1 to 52 

140 LET R = 1 - 52*INT(RND) 

150 LET X = Ail) 

160 LET A(I) = AfR) 

170 LET AfR) - X 
180 NEXT I 



STAY in CONTROL 

Structured programming is a 
method of program design 
which, used properly, produces 
programs which are reliable, 
easy to maintain, and easy to 
read. A fundamental principle of 
structured programming is that a 
program should be constructed 
from modules with a single entry 
point and a single exit point. 

Any program can be written by 
refining the modules succes- 
sively to include more and more 
detail using only three control 
structures: SEQUENCE, IF .*, 
THEN . . „ ELSE . . and DO . . . 
WHILE . , . Two additional con- 
trol structures, DO * * * UNTIL and 
CASE, are useful in practice but 
are not theoretically necessary. 
Flowcharts for these control 
structures are not available in 
Figure one. 

An important property of struc- 
tured programs is that program 



flow goes straight on from top to 
bottom and never jumps about 
the way Basic programs do when 
GOTO is used indiscriminately. 

There are many reasons why 
structured programming is 
impossible in Basic but prog- 
ramming in Basic can be made 
easier by using structured 
methods as much as possible. 
Although most of the fundamen- 
tal control structures are not 
avaifable in Basic it is possible 
to obtain the same effect using 
the language, 

SEQUENCE is no problem, as 
it is just a matter of one block of 
statements following another, 
and CASE corresponds to the 
Basic statement ON variable 
GOSUB line no, line no . , . 

DO , . , WHILE . , , and DO * . . 
UNTIL can be implemented in 
Basic with IF , , * Then . . . and 
GOTO, The example shows DO 
. . . WHILE , * 1 ; DO , , , UNTIL . . , 
is similar, but the test should be 
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made after the DO procedure 
instead of before. 

99 REM WHILE 

100 IF condition THEN 120 
1 10 GOTO 200 

119 REM DO ROUTINE 
STARTS HERE 

120 ... 

189 REM DO ROUTINE ENDS 
HERE 

190 GOTO 100 

199 REM START OF NEXT 
BLOCK 

200 * . . 

A few microcomputer Basics — 
including TRS-80 Level II — 
allow IF , . . THEN . * , ELSE , . 
but where it is not available it 
can be implemented by using 
ON variable GOSUB line no, line 
no, The variable must first be set 
to a value of 1 or 2 depending on 
the result of the IF test. The 
straightforward way to do this is: 

1 00 IF condition THEN 130 

109 REM ELSE 

110 LET X = 2 
120 GOTO 140 

129 REM THEN 

130 LET X = 1 

140 ON X GOSUB line no, line 
no 

Another method is to use the 
feature of some Basics which 
allows the truth value of a condi- 
tional expression to be assigned 
to a variable, tor example: 

100 LET X (A< B) or 100 LET X 

- (A = B) 




* *!> 

* * 
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The numerical values used to 
represent ' true'' and false” vary 
from machine to machine, the 
most common being 1 and 0 or 
0 and 1. If true is represented by 
- 1 and false by 0 we can get IF 
, , , THEN . . ELSE by: 

100 LETT X = condition 

110 ON X+2 GOSUB line no, 

line no 

Before you use this 
method you should, of 
course, check that 
your Basic allows 
assignment of truth 
values and find out 
what values are used, 
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ADVENTURE is arguably the 
most popular game so far 
adopted by the computing 
fraternity. It tempts the data 
processing professional to give 
up his lunch hour to search lor 
hidden treasure in the main- 
frame and is also finding its way 
onto many a home and even bus- 
iness microcomputer. 

It is a game which generates 
fervent enthusiasts, I was stay- 
ing overnight at Brighton on a 
business trip and, to pass the 
evening, walked along the sea- 
front, finding myself eventually 
in a little back street pub. Armed 
with a pint, 3 found the only 
spare seat next to a young man 
and started a conversation, dur- 
ing which if emerged that I wrote 
for a computer magazine. 

"I know nothing about com- 
puters", said my companion, a 
microbiologist, 'but 1 suppose 
you have one of those Pet 
things Whereupon, a fellow sit- 
ting on a nearby bar stool inter- 
rupted. "Are you in computing? I 
am half of a software firm writ- 
ing commercial software for 
Pets" 

Tm a Tandy man myself /’ 3 
told him, feeling that was almost 
like a declaration of war. A leng- 
thy discussion followed on the 
relative difficulties of pro- 
gramming the Z 80 against the 
8502, Neil + our biologist, yawned 
and sipped his tequila. Until the 
conversation turned inevitably 
to Adventure, 

"Isn't that a computer version 
of Dungeons and Dragons ?" he 
asked, suddenly awake again. 
From that moment, the only lull 
in the conversation before clos- 
ing time was when a round was 
bought. Three enthusiasts could 
not be stopped. 

Adventure did originate from 
Dungeons and Dragons. It has 
appeared on many mainframe 
computers around the world. The 
original was written in Fortran 
and required &4K storage plus 
disc back-up. In this age of the 
micro, a fairly complex Adven- 



ture consisting of about 30 loca- 
tions and a similar number of 
objects can be loaded into 16K of 
RAM. 

Scott Adams scarcely exagg- 
erates when he proclaims in the 
instructions appended to the 
Adventure series, that the player 
is able to experience an adven- 
ture without leaving his chair. 
For the Adventure formula is a 
game suited ideally to comput- 
ers. A good Adventure can be 
totally absorbing and the danger 
of making a false move can 
become very real, as can the 
excitement of discovering a new 
exit or chamber. 

So. for the uninitiated, what is 
Adventure? The game consists 
usually of a logical network of 
locations which musl be 
explored or traversed. The loca- 
tions can contain objects, 
c reatu res/ mans t ers , and/or 
treasures, which may be carried 
and manipulated in sometimes 
obscure ways to achieve the 
objective of the game. 

That objective may be to col- 
lect treasures, to carry out some 
specific act — like prevent a 
time- bomb from detonating — or 
to escape the network 
unharmed. That is achieved by 
entering instructions in plain 
language, usually a verb fol- 
lowed by a noun — e,g + , go 
north, take keys, kill dragon. 

In some games, movement is 
achieved by means of arrow 
keys, An Adventure is always 
words but sometimes may be 
augmented to a greater or lesser 
extent with graphics. 

The player — unless he cheats 
by listing the program — has no 
way of knowing how many loca- 
tions or objects exist but can plot 



a logical geo-schematic map of 
the network to aid him in his 
travels. 

Most Adventures are written in 
source code, rendering them 
more difficult to analyse by list- 
ing, or disassembling, than to 
solve. 

Machine-code games, as well 
as having the advantage of 
space economy, have an appar- 
ently instantaneous response 
adding to the dramatic effect of 
surprise. 

If your machine-code Adven- 
ture is baffling you and you wanl 
to cheat, try breaking, re setting 
or quitting the game — without 
turning off and then enter this 
from command mode: FOR I — 
(start address of user RAM} TO 
(end address of user RAM): 
PRINT CHR$ PEEK (1):: NEXT 

That will not give you an 
instant solution, but all the dis- 
playable characters will scroll 
up the screen, giving you a few 
good clues! 

The most difficult part of writ- 
ing an Adventure is to establish 
the theme and the plot. It is 
really like writing fiction, as it is 
necessary to have some theme 
which will hang everything 
together, while absorbing the 
player. 

When you have hit on a theme, 
ask yourself if it has been done 
before. Once you have estab- 
lished your theme and plot, 
roughly draw the map of the 
network and place your objects. 
Think through your plot in some 
detail, making sure you have an 
in-built impossibility — e.g., you 
cannot get the axe unt 11 af ter you 
have chopped down the tree. 
Then think around some of the 
programming difficulties. 1 will 
start giving you tips on them 
next month. 












LIGHTS, ACTION 
CUE SIMON S BIG 
BROTHER 

The musical memory game 
Simon, has a big brother out this 
Christmas. 

Super Simon is a deluxe ver- 
sion of the Simon game which 
made such a big impact in the 
shops last year This one has five 
different games to play and up to 
eight people can join in. 

Super Simon is square shaped, 
unhke its predecessor and has 
selectors for the game variations, 
the number of players and the 
skill level Press the large col- 
oured keys to follow the sequ- 
ence Super Simon s memory 
throws out and see how long it is 
before you get the sequence 
wrong. 

Or a more difficult game is to 
try and follow Super Simon at the 
same time as its colours light up 
and it blares out its musical 
tones. 

For more than one person 
Super Simon can cleverly pick a 
person to follow Ns sequence by 
selecting one of the lour colours, 
red, yellow, green or blue, 
assigned to each person. 

One of its special features, 
which the original does not have, 
is an arbitration key. If con- 
troversy develops about the 
result of a game, at the touch of a 
button, Super Simon will indicate 
the winner by flashing the right 
coloured key 

Super Simon is built to last in 
robust plastic panels to with- 
stand heavy hands, You should 
easily be able to find the game in 
most toy shops and department 
stores. It costs anything bet- 
ween £24 -£29. 

Apart from the original of this 
game there is also a baby 
brother hand-held Pocket Simon 
which sells for £9-£14. Simon 
itself now costs Cl 5-E2D and is 
still the most popular of the trio 
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Toy manufacturers are still cashing in on the space inuaders 
band wagon 

The hand-held Earth Invaders toy is no exception, It first 
came out at the beginning of this year as a follow-up to 
Computer Games' successful hand-held version of space invad- 
ers, called Galaxy Invaders. 

Flying saucer shaped and made in blue and white plastic with 
a large display screen, the game has a microchip Inside to 
program in different difficulty levels. 

The aim m Earth Invaders is to defend your general from 
invading aliens which move around a grid of squares, There are 
six squares which are safe ground. If you are caught in 3 square 
when an alien moves in, you are dead. 

Your only defence is complicated and relies on quick thinking 
and concentration as well as dexterity, You have to dig holes in 
the squares around you and wait for an alien to land in one 
When he does the red aliens can only be killed by pressing 
both the 'bury' button and the correct directional button. But 
you must do it as soon as the alien lands in the hole or he will 
escape and destroy you. 

You get points for each alien you successfully destroy and 
bonus points for each phase of the game you complete. 

Earth Invaders costs £26.95 and is battery operated. 




THE LOGIC OF 

COMPUTERISED 

MASTERMIND 

The popular logical-deduction 
peg game of Mastermind was 
always an ideal candidate for 
computerisation. 

Mastermind suffered from 
needing two people to play but 
being deadly dull tor the one that 
set the problem, who could only 
tap his fingers while his partner 
thought through the numerous 
permutations needed to come up 
with the right answer. 

I n vie ta J s Su pe rs o me E lec t ran ic 
Mastermind turns it into an 
absorbing one player game with 
the computer taking over the 
part at the problem setter — and 
no distracting table-tapping 
either! 

The game comes in a hand- 
held format and resembles a cal- 
culator With a liquid crystal dis- 
play and a small keyboard an 
which to enter your guesses. It is 
compact enough to make a good 
travelling companion and comes 
complete with a plastic cover to 
hold your scorecards and a biro. 

Skill levels mean you can set 
problems to fit your brain's pow- 
ers of deduction at any given 
time, from just three numbers 
for those early morning sessions 
to a full six when you feel ready 
for a bigger challenge . On the 
right-hand side Of the LC D are 
two columns which tell you, 
firstly, how many of your guesses 
were correct and how many 
were correct and in the right 
place. 

When you feel you have hit 
upon a sequence which will 
further your knowledge ol the 
hidden number, hit the "try" key 
and the machine checks your 
effort against the code and 
returns its two dues You make a 
note on your scorepad, try a bit 
of deducing and then have 
another go. The machine keeps a 
check of how many tries and how 
long it took you to work out the 
answer. 

Supersonic Mastermind is bat 
tery powered by two HP7s mot 
supplied! but also runs off the 
mains and costs CV9.95 













There's a new look to those 
model planes which children can 
whirl around their heads whits! 
making "Vrrrroooomm" and 
"Neeeoooww" sounds. 

For a start these microproces- 
sor-controlled craft make their 
own ’'VrcrroDoomm" noises, they 
are built along spaceship lines 
and when pointed at one another 



WATCH OUT! 
EASTERN 
ADDICTION 

The Japanese have moved on 
from digital watches to produce 
an incredibly addictive series of 
game watches. 

There are six in the series, 
each about the size of a credit 
card and designed to fit in your 
pocket — but it is unlikely that 
they will spend much time there 
The liquid crystal display 
screens show the game in prog- 
ress and provide accurate time at 
‘he press of the button. 

Although compulsive the 
james are rather morbid in 
nature,, with titles like Fire, Ver- 
min, Headache, Manhole, Lion 
and Ball In the game Fire, for 
example, the aim is to catch 
babies — as they leap from a 
flaming building — on stretchers 
If you miss, the baby dies and is 
chalked up at the top of the 
screen as an angel 

Each game has two versions 
fast and slow depending on 
your skill, Vou get three lives and 
as long as you have a life left you 
can work up your score. The tiny 
toy records the top game score 
at the press of a button 

If the idea of burning babies 
does not appeal to you. try sav- 
ing a parachutist from dropping 
into a shark infested sea, or sav- 
ing a man from being beaten to 
death by heavy Tools raining 
down on his head. 

He is only safe when he is 
inside one of two doors on eithe r 
side of the screen and you get a 
point whenever he goes inside 
But beware, just when you think 
you are safe the door slams shut 
in your face. 

The original games are only 
displayed in black and white and 
cost £17.95. The latest versions 
come <n colour, are slightly larger 
and more expensive at £21.95. 

The series is called "Game and 
Watch" and is marketed by Com- 
puter Games through a variety of 
electrical and toy shops. 



INVADERS ON HAND 

The original hand held Space Invaders which kicked off the 
create in the home is still selling well and looks set to do the 
same this Christmas. 

The plastic built game was designed to imitate the space 
invaders arcade game and cash in on its success. After A. A. 
Hales of Leicester brought it into this country ether manufac- 
turers took up the idea 

The aliens rain down in rapid succession and become 
lister and taster — and mere numerous — as the game 
progresses. There are two levels, lor the beginner and the 
"expert" end the game comes complete with the familiar 
grunting sound effects. It runs off six HP7 batteries. 

Other relatives in the Space Invaders family include Astro 
Invaders. In this you have to defend yourself from aliens, 
bombs, missiles, galaxy ships and moving stars. 



THE PORTABLE 
GAMES CENTRE 

The versatile hand -held elec- 
tronic game centre Microvtsion, 
has had two extra cartridges 
added to the range for this 
Christmas. 

These portable games follow 
in the handheld space invaders 
vem but are not as sophisticated. 
There is a “mother" unit with a 
cartridge which you have to buy 
in the first instance 

Like the T.V. games centres 
the idea is to slot cartridges for 
different games into the master 
console which is microprocessor 
based. 

At the top of the master con- 
sole is a small screen on to which 
the cartridge is fitted. The games 
currently available include. 



Blockbuster. Shooting Star, 
Ten-pin Bowling. Pin Ball, the 
popular strategy game Connect 4 
— and the latest additions, Sea 
Duel and Space Blitz iyet another 
version of Space Invaders 
Each game cartridge has a dif- 
ferent screen to fit in with the 
game's theme and is ready for 



accurately, they actually register 
a laser beam hit. 

Dads will be as intrigued by 
these new generation models as 
the 7 14 year-old youngsters 
which they are designed to 
appeal to. 

Called the Starbird Avenger 
and the Starbird intruder the two 
ships come complete with a 
cardboard cutout "star base" 
with a target to fire at from your 
ship. 

They are made of tough plastic 
to withstand batterings from 
over-enthusiastic owners and 
look like spaceships from out of 

the Star Trek and Blake s 7 T V 

series. 

Both the Avenger and Intruder 
have laser beam weapons and 
when the ship is pointed at the 
star base targets it makes an 
exploding sounds. 

The ship's engine noises are 
realistic and you can engage in 
dogfight battles with one person 
holding each ship. When you 
point the ship s nose upwards 
the engine sounds as if its power 
is increasing to full throttle 
When you point the ship down- 
wards, the engines slow down to 
come into a landing 

If it is 'hit' by the enemy, your 
engine dies for a second or two 
before being stirred back into 
action. Both cost £J5 and are 
from the stable of Milton Brad- 
ley. 

What makes these toys stand 
apart from other hand-held 
planes, that you can buy, are The 
sounds. No other toy has The 
same sound effects incorporated 
in them. They run on a 9 volt 
battery loot supplied) 

instant action when slotted into 
the mam unit. The actual unit is 
quite large and made ol strong 
plastic. The manufacturer, Milton 
Bradley, says it will easily go into 
a pocket but I have my doubts. It 
will certainly fit into a briefcase 
without any trouble 

Although there is nothing else 
like this game on the market, it 
does not live up to its com 
petitors in the hand held field 
Because the actual screen is so 
small the game is limited and 
sometimes difficult to see, 

You tan either play by yourself 
or with another player. The initial 
cost of the console and cartridge 
ranges from £29 to £39 while the 
cassettes alone are £9 Microvi 
sion can be found in most 
department stores toy sections 
and other shops selling electrical 
leisure goods. 



LOTS MORE VROOMM! 
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The DA Personal Computer is 

•High Performance* 
•High l/alue* 






a- ■ 






Standard Features 

24k Resident High-Speed Basic 

16 Colour High-Resolution Graphics (255 x 335) 

Scrolling Screen Editor 

Sound Commands for Music Generation 

Very High Speed Hardware Maths Option 

Resident Monitor for Machine Language Programming 

3 Programmable Parallel Ports 

Standard TV Interface via Aerial Socket 

RS232 Serial Port and Dual Cassette Interfaces 



Manufactured by: 



xqvputu 
]m ; { 

Is, Belgium. 



Available from: 

Data Applicatians[UK]Ltd 

Personal Computer Division 
1Gb Dyer Street 
Cirencester 
Gloucestershire 
GL7 2PF 
Tel: Cirencester 
{0285) 61902 
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the instructions 



met ins -ope rated, unless you can 
afford a temperature controlled 
one, with a email bit for light 
work. It should be rated at 
around 20 watts r and definitely 
no more than 30 watts, as this 
will tend to destroy components 
through overheating. 

The solder should be of a fine 
multicore flux type of 22 gauge 
preferably. This type does away 
with pots of flux. 

The cutters are needed to trim 
the ends of the soldered-in com- 
ponents. They should be side 
cutting and quite light to get a 
smooth finish on the underside 
of the board. 

The pliers will be needed to 
bend components to fit into the 
board. This can be done with 
small fingers, but is often unre- 
liable and causes stress in the 
components. 

The desolderer is useful when 
too much solder has been pul on 
a joint. The solder sucker does 
what its name suggests, and the 
wick is a woven copper strip 
which, when heated and pressed 
on to the joint by the iron, draws 
the solder off. Very useful for 
beginners. 

If you are going to be any good 
at construction, you will need a 
steady pair of hands. Funnily 
enough, women and children 
make the best solderers! Do not 
give up, though, if you are in 
neither category! i 






With all the good kits you will 
find comprehensive instructions 
for assembly If you don't, ask, 
Most of them tell you to read 
them first. Do sol Even if you are 
an expert at construction, the 
order in which you assemble the 
components may be important. 

So long as you read and follow 
the instructions, you should 
have no trouble with identifica- 
tion and assembly. If you are not 
used to soldering, this will be 
the point at which you will fall 
down. 

Most kits advise you to build 
up the components on the board 
in layers, so that when all of one 
lot — say, resistors — are in, you 
can turn it over and place it flat 
on your working top. This allows 
you two tree hands to solder with 
and ensures that all components 
are Hat on the board. 

Transistors, however, should 
be raised as much as a quarter- 
of- an- inch off the board and 
soldered with care as they are 
easily destroyed through over- 
heating, This also goes lor the 
other components, although 
these are not so critical. 

There is no hard and fast rule 
about soldering. If in trouble, 
seek advice. Do not continue if 
you feel unsure. It will cost you 
t dearly in time and money if you 
make too many mistakes. 

Have fun while you are build- 
ing your kit, as it may not last. 
Once you have finished it, 
everyone else will want to have 
a go. 



IF YOU are thinking of acquir- 
ing a home computer, the easiest 
decision you will have to make is 
whether or not to buy it in kit 
form. Kits, as an idea, are a 
great advantage to hobbyists as 
they offer a greater range in 
what is usually a small budget. 

The reasons for choosing one 
computer over the others are 
dealt with in another section. 
Here, I will be dealing with the 
problems of kit building includ- 
ing special tips on certain 
machines as they crop up. Some 
kits have pitfalls for the unwary, 
and I will hopefully cover them 
before anyone gets caught! 
There will also be notes on fault- 
finding and repair tor those who 
have already been caught. 

Undoubtedly you will benefit 
from building your own kit. Not 
only will you be better prepared 
for larger projects, but also you 
will learn a good deal about the 
system and how it works. 

You must, however, be pre- 
pared to spend a lot of time in 
constructing the kit, and perhaps 
even longer in getting it to work. 
Someone who has done little or 
no construction work before can 
expect to spend 4-5 hours on 
even the simplest of kits. 

Remember that the compo- 
nents, not the kits, are guaran- 
teed by the makers, so you will 
have to pay them to put it right if 
it is your fault. However, if you 
stick to the instructions, take 
care over soldering and select 
the correct components, you 
should have no trouble. 

Once you have decided an a 
kit, the next step is to get the 
necessary tools if you do not 
already have them. They really 
fall into two categories — essen- 
tials and extras. 

The essentials are soldering 
iron, solder and cutters, The 
extras, which you will need if 
you are to get a professional and 
reliable finish, are pliers, a form 
of desolderer, either a small sol- 
der sucker or solder wick and a 
steady pair of hands. 

The soldering iron should be 
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• . . and save£l*SO on this 
Educational Computing 
special offer! 






Prime yourseK for 

the computer 

revolution.../ /s£ 



Sooner or later, ever/ teacher wil l have to know 
something about computers. And a few hours' 
reading of The Good Cbmputmg Book /or Beg/nners 
will give you a comprehensive grasp of the 
fundamentals. Written in simple English, it does for 
computers what Berlitz did for languages, 

Simple English is also the language of Educational 
Computing. This magazine is essential reading for 
all those interested in the teaching of computing 
or the use of computers as teaching aids. 

Educational Computing shows you how to get 
started and how to choose the right system for 
your needs. Each issue reviews a different 
computer with information about applications, 
systems, software, prices and what users think 
about the system. 

You!! also find out how other schools, colleges 
and universities started in computing; what 
systems they use; and how they are working. 
There’s a software directory of what is available 
for education, listed by subject, supplierand price. 
In fact, all you need to know about computers in 
the educational environment. 

Send off the coupon today-and prime yourself 
for the shape of things to come. 



Educational Computing normally 
costs £6.50 for ten issues per annum 
and The Good Computing Book for 
Begin iters £ I .95 + 50p postage and 
packing. Get the two together for 
£7.45* including postage - and save 

£1*50 — by sending this coupon or a written copy 



Please send me the next ten issues of Educational Cornering 
p/us The Goad Computing Book for Beginners at the combined 
discount rate of £7.45? Continue to send me Educational 
Computing until i cancel my subscription. 

i enclose a cheque for £ made payable to ECC Publications. 

Nome 

Position 

Establishment . 

Address — — 



. Tel: 



Dote 

Now post please to ECC Publications, 
30-31 Islington Green, London N1 8BJ. 
Telephone enquiries: 01*359 7481. 

* UK rate only r Overseas rate.' £10.95 



1-359 7481, 

5 
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Two bottles of champagne are 
up lor grabs on this page every 
month , The first correct answers 
out of the hat for both the Mind 
Routines problem and the 
crossword on 15 November will 
have battles of champagne 
rushed to them. Ian Pedder J s 
Mind Routines problem will test 
both your ability to think through 
a puzzle and set it out as a prog- 
ram. These lend themselves to 
solving by program. If you are 
more literary minded try Nev- 
era s Crossword and see how 
you get on. 

• For details of Computer & 
Video Games competition rules 
see page 20, 




ACROSS 

L Effervescent ordering (3,6,4) 
6, COBOL abbreviation For 
game man (3) 

Incremental pests {5} 

12 when associated with a 
star on the Horizon (5) 

DEC mainframe software 
Greek to the Pet (5) 

Atari Computer recording 
equipment initially measure 
(4) 

Enjoyable 3 (3) 

The tops in binary (3) 

What to do in a Grand Prix 
game to reset itself {5) 

Count illicit contents of a 
procedural controller (5) 

3 Tree bit (3) 

Sounds like tun on the IBM 
mainframe (4) 

Stop the I/O transfer unit (5) 

24. Single example of 17 (4) 

25. Alternative condition for 
one (2,2) 

A rap ends vices which 
revolutionised the video 
games scene (5,9) 



8 . 

11. 

12 . 

13. 



16. 

17. 

19, 

20 . 

21 . 

22 . 

23, 



26. 



DOWN 

1. Conditional companions 

(4,4) 

2. Single bit restructured to 
lure (4) 

3. Primary purpose RND (5,8) 



V 






The tour planets nearest the sun 
have perfect circular orbits 
around the sun as a centre point. 
Then orbit periods are given ih 
the table below: 

Nu of days 
Planet tot one orbit 

Mercury 87.97 

Venus 224.64 

Eaith 365,25 

Mars 686,79 

They are currently oil m a 
straight line with the sun 

(1) When js the next time that 
thiee ol them will bt in line 
With the sun again” 

(2) Which three planets are 
they? 




4. Cu, Fe, Co array members 

( 8 ) 

5. Text editor widely used 
amongst student ecologists 

(4) 

6. Hub of the computerised 
pea packers (.0) 

7. Small but highly esteemed 
character (2) 

Meaty sounding constant (2) 



10. Screen feature From the 
Dead Sea? (.8) 

14 Make the program go fast 

( 3 ) 

15. The first record on a disk? 

(5,3) 

18, Hex 50, Binary 1010000. INT 
<4*20* l) For the present time 
( 8 ) 

23. Word pieces (4) 










Circle do. 14 I 



Video Genie 
TRS-80 



Atari 



Circle M2 



TEAM a SOFTWARE 



— - 

UP 201 - SHAPEMAKER/SCREENSWAP 

: d raw von r own graphical shapes 
and Store them in ygur urograms. Demo 
program included „ * - i ■ .7.95 

UP 2001 - INVADE RS/HIDG EH OG 
(fr+Gkj : 'classic' addictive games , . .6.95 



UP SOI - ASS/015 t an assembler/ 
disassembler for the PET. Two separate 
programs on cassette ,9,95 

UP 102 - MACHINE-CODE 10ADER ; 

allows you to load machine-code with 
a line-by-line editing facility 5 - 95 

CP 5001 - LAS VEGAS *1 3 why go all 

the way to the States when you can 
gamble your money away in the 
comfort of your own home. Can you 
beat the bank at STUD POKER or win 
the jackpot on the FRUIT MACHINE 
11610 .*..-*.*..•* * * .. - ♦ * 5 ^ 



UP 101 - 7x80/01 DON VERIER : allows 
you to load 2XSG (old RDM) programs 
onto ZXB1 | new ROM). Full instruc- 
tions included, + -7.95 

UP 102 - DATASAS : write to or read 
from cassette up to 14k of data + 
RE M KILL: gets rid of unwanted REM 
statements . . + . , .4,95 

GP 1M1 - TREK 81 : exciting version 
ot the classic 'Star Trek' game with 
computer assisted at tack si (16k I , ,7,95 

UP 1002 - BATTLE CHESS 12 pltyarsl : 

2XH1 version of 'Star Chess' with full 
screen graphics ( )6k) .5 95 

GP 1003 - STARSHOOT/ACEY DEUCY/ 

JUPITER LANDER : three great games for 
the Ik 2X81 , . , . 3.95 



GP 40Q1 - 30 MfCROMAZE l wander 
around the insides of your Atari 1 
Frustration guaranteed. ....... -4.95 

GP 4002 - HAT THAP : 2 player game of 
skill and daringi 4 . . .4,05 



UP 301 ~ NBAS : add eleven new BASIC 
commands in TRS-BQ level II non-disc 
BASIC (also Video Genie) + instructions 
+ free BREAKOUT program to demon- 
strate the commands .7.95 

GP 3001 - LUNAR LANDER/3D MAZE/ 
DOMINOES : three of the best' for the 
home arcade games addict + 7.95 



AH programs supplied on high-quality 
cassettes. Orders tol- 

TEAM 4 
SOFTWARE 

Dept. TM 7 

12 Taunton House, /_ 

Redcer Road, 

Harold Hill, “P^p 

Romford, Essex. 1 9 



FREE SOUND WITH VIDEO GENIE 



SEIKQSHA GPBOA 
PRINTER 

NOW ONLY £179 

-OHIO" 

SUPERBOARD 

COMPLETE WITH 
SOUND, POWER 
SUPPLY, 
MODULATOR 
FULLY BUILT & 
TESTED FOR 
BRITISH T V. 
STANDARDS 
ONLY £159 



WE CAN OFFER THE 
INCREDIBLE VIDEO GENIE 
FOR ONLY €299 INCLUDING 
SOUND! 32K EXPANSION 
INTERFACE FOR ONLY £279 
AND 40 TRACK DISKS FOR 
ONLY €189 SINGLE AND £359 
DUAL! 



EPSON MX80T £329 
MX80F/T £379 



CENTRONICS 737 LETTER 
QUALITY PRINTER ONLY 
£339 



APPLE - CENTRONICS 
INTERFACE 

ONLY £79! 



ai | prices INCLUDE POSTAGE & PACKING BUT EXCLUDE V.A-T. 

KRAM ELECTRONICS. VICTORIA HOUSE. 

17 HIGHCROSS STREET, LEICESTER required) 
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the top row is 32768 + C 1 while, 
generally, the address of the 
location corresponding to the 
screen position in row R and col- 
umn C is 

32768 + 4G*(R - 1) + C - 1 
The Basic instruction which 
enables displays to be produced 
using memory-mapping is the 
"Poke 1 ' instruction. On a Pet, the 
instruction 
POKE 32768, 42 

causes the number 42 to be 
stored in location 32768, so that 
automatically the character 
whose code is 42 tan asterisk) 
appears at the top left corner of 
ihe screen. 

In this way the tools required 
to produce a display on a 
memory-mapped screen are the 
memory-mapping formula given 
above and a table ol the codes 
for the available graphic symbols. 

The screen size and the area of 
memory mapped to the screen 
vary for different machines but 
with a knowledge of the approp- 
riate values for a particular 
machine, the formula given for 
the Pet can be amended. 

A space invader can be plotted 
near the centre of the Pet's 
screen using the following 
instructions: P = 33268 
POKE P- 1, 255: POKE P, 247; 
POKE p + 1 + 127 
POKE P + 39, 255: 

POKE P + 40, 249: 

POKE P + 41, 127 



drawing position to a specified 
position. In terms of drawing on 
paper with a pen, these com- 
mands are equivalent to moving 
the pen above the paper, leaving 
no trace, to position it. And 
moving it while in contact with 
the paper so that it draws a line 
as it moves, 

The MOVE and DRAW com- 
mands allow the programmer to 
work in terms of screen posi- 
tions, which is more natural than 
manipulating memory locations. 



THE interest and compulsion ot 
most computer and video games 
lies in the appeal of their graph- 
ics. There are basically three 
ways to present the state or 
results of a games program: with 
numbers, with words or graphi- 
cally. 

While numerical computation 
is undoubtedly necessary during 
the course of any reasonably 
complex game, to present the 
results numerically is bound to 
become rather dull sooner or 
later. To present them in words 
is better, but books are better for 
reading from than video screens. 
A picture is worth a thousand 
words, and graphics are much 
more informative and natural 
than the other alternatives. 

Most microcomputers, includ- 
ing the Commodore Pet, Sharp 
MZ-BOK, Tandy TRS 80 and Sinc- 
lair ZX80 and ZX81 have a set of 
graphics keys on their 
keyboards. With these keys a 
pictorial display can be typed 
out in the same way as a para- 
graph of text* To make it easy to 
produce a graphic display from a 
program, these microcomputers 
also have what is called a 
memory- mapped screen. 

The idea of a memory-mapped 
screen is that each character 
position on the screen (that is, 
each position in which a letter, 
number or graphic character can 
be placed) is mapped to a loca- 
tion in a specially reserved part 
of the memory. By placing a 
number in a location in this area 
of memory, the appropriate 
character automatically appears 
in the corresponding screen pos- 
ition. So producing a graphic 
display is reduced to a memory 
management exercise. 

Some machines, including the 
Apple and Acorn Atom, provide 
explicit drawing commands. The 
fundamental ones are "MOVE" 
and "DRAW", The former permits 
a drawing position to be estab- 
lished, while Ihe latter causes a 
line to be drawn from the current 



The way in which screen posi- 
tions are mapped to memory 
locations for the Pet is illus- 
trated in Figure 1. The Pet 
screen has 25 rows, each with 40 
column positions, so that a 
character may be placed in any 
of 1,000 positions on the screen. 
These screen positions are map- 
ped on to the memory locations 
starting from the one with 
address 32768. As shown in the 
figure, they are mapped by rows. 
To place a character on the 
screen in a position whose row 
and column are given, we need 
to work out the address of the 
corresponding memory location. 
A little thought should confirm 
that if the position at the top left 
of the screen (in row 1 and col- 
umn 1} corresponds to location 
32768, then the address of the 
location corresponding to the 
screen position in column C of 



Figure 2 is a line drawing of an 
invader. Whatever you think of 
the likeness, it demonstrates 
that a drawing of one can be 
made by joining a set of points 
by straight lines. By varying the 
positions of the points, or adding 
more points, it is possible to 
obtain a more convincing, or 
even a more aesthetically pleas- 
ing, version* ^ u 






To get a computer to do some- 
thing for us, we must give it a list 
of instructions. This list oi 
instructions is called a computer 
program'. In order that the com- 
puter may understand our 
instructions, we must write them 
in a language that the computer 
will understand. 

Unfortunately, English is too 
complex a language for it to 
understand r therefore we use a 
specially devised computer lan- 
guage. The computer language 
we will use is called Basic — this 
stands for Beginner's All- 
purpose Symbolic Instruction 
Code. 

There are slight variations in 
the versions of Basic available 
on different computers. I will 
describe the standard version 
and, when necessary, point out 
the differences for a number oi 
computers. 



program which consisis oi oruy 
two instructions — one per line. 
10 PRINT 2 + 3 
20 END 

Each line of a Basic program 
begins with a line number the 
T0 rf and "20 r above. These line 
numbers determine the order in 
which the instructions will be 
obeyed. The computer starts 
with the instruction with the 
smallest line number and 
finishes with the instruction with 
the largest line number. 

You may type in your instruc- 
tions in any order; the computer 
will automatically sort them 
according to the line numbers, It 
is not necessary that the line 
numbers go in steps of 10 as I 
have done above. However, it is 
fairly common programming 
practise as it allows for later 
instructions to be inserted. 

Try typing the above program 
into your computer. Remember 
to press the key marked ' Return" 
(or "Newline") at the end of each 
line typed into the computer. 

If you make a mistake when 
typing a line, your keyboard will 
have a key marked Delete" or 
"Rubout" which can be used to 
erase the last character; typing 
the key repeatedly will cause it 
to work back along the line eras- 
ing One character each time the 
key is pressed. 



rams. We Will encourage you iu 
convert these other programs to 
run on your machine. 

How to write games programs 
will be introduced early on but 
remember that you can write prog* 
rams for anything: from keeping a 
check on your bank balance to 
storing names and addresses tor 
yqur Christmas card list 



First you will have to switch on 
your computer. Some computers 
will automatically be ready for 
you to converse with them in 
Basic, but with others you may 
have to go through some pre- 
liminaries such as loading 
something from a cassette tape 
that will allow the computer to 
understand Basic. 

Often computers will give the 
response 'READY" so that you 
know that you are in Basic, Once 
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On the Sinclair computers, you 
do not have to type in the letters 
individually as there are keys 
which* when pressed at the 
appropriate point, will type the 
whole of the special "keywords" 
such as "PRINT", 

With some of the microcompu- 
ter systems, the "END" instruc- 
tion should be omitted. These 
include the Sinclair and the 
Atari . 

Once you have typed in your 
Basic program, you can then tell 
the computer to obey the list of 
instructions — you do this by 
typing the command "RUN" and 
then "Return" again. 

The above program tells it to 
calculate 2+3 and then print the 
answer. You should therefore 
find that the number '5" is 
printed. 

The computer will then print 
the response "READY" to let you 
know that it is ready for you to 
give it another command. If you 
again type the command "RUN", 
then it will again perform the list 
of instructions. You could type 
the command "LIST" in which 
case it will list your program — 
this is useful in checking what 
your program looks like at any 
stage. Alternatively, you could 
now "edit" your program. 

■*ssr 

Often you will want to change 
your program in some way — 
then you say that you are "edit- 
ing" your program* 

It may be that your program 
does not do what you wanted, in 
which case there is an error in 
the program — this is often refer- 
red to as a "bug". You will hear 
people say that they are "debug- 
ging'' their program, meaning 
that they are trying to get rid of 
their program errors. On the 
other hand, your program may 
be correct but you want to amend 
it in some way. In either case, 
you will have to edit your prog- 
ram. 

Editing Basic programs is very 
simple. There are three types of 
change you might want to make,, 
You might want to change a line, 
add a new line or delete one of 
the current lines. 

To change a line, you simply 
type in the new version of the 




line. Thus, if I wanted to change 
the previous program so that it 
multiplied 2 by 3 instead of 
adding, I would type 
10 PRINT 2*3 

The old version of line 10 
would be replaced with the new 
version of line ID. 

To insert a new line, you type 
the new line and the line number 
will determine where it is 
inserted in the program. If 1 now 
typed 

15 PRINT 2 + 3 

I would have a program which 
printed the product of 2 ana 3 



By using these operations we 
can perform a whole range of 
arithmetic calculations. E.g. 

4.2 -3* *2/6 
3 + 2*5 

In the first of the above exam- 
ples, there is a "real ' number — 
one that contains a decimal 
point. In some versions of Basic 
only integer numbers are 
allowed — those that do not con- 
tain a decimal point. There will 
always be a limit on the size of 
numbers that your computer can 
cope with. 

In the second example, the 
computer is faced with a choice 
— "will it do the addition or mul- 
tiplication first?"* If it does the 
addition first, then it will get 
"3+2" which is 5, and then mul- 
tiply that by 5" to get a final 
answer of 25. However, if it does 
the multiplication first, it will get 
"2*5" which is 10, and then add 
"3" to get an answer of 13* 
Clearly, a specified order must 




followed by the sum of 2 and 3. 

To delete a line of your prog- 
ram, type the line number then 
press the "Return" key. 

Some computer systems pro- 
vide you with a cursor that can 
be moved about the display 
screen so that you can actually 
indicate individual characters 
that you want to change* This 
would save you re-typing the 
entire line. 



SIMPIE 

CftlCULATWNS 



Note that an J * M is used in the 
above example to indicate mul- 
tiplication. The remaining 
arithmetic operations are; sub- 
traction represented by 
division represented by 7 r " and 
exponentiation represented 
either by "**" or by " ". Exponen- 
tiation means calculating pow- 
ers of numbers e g. 3**2 is equi- 
valent to 3 7 . 



be laid down for such a situation 
so that computers will always 
arrive at the same answer. 



NEXT ISSUE 



If you are familiar with a cal- 
culator, you will realise that 
anything we have done so far 
could be achieved by a simple 
calculator. Next month, I will 
cover some of the features of 
Basic that make use of the fact 
that a computer is more powerful 
than a simple calculator. These 
will include the use of ' vari- 
ables' to make your programs 
more general, and "loops" so 
that you can repeat calculations 
tor different values without hav- 
ing to re- RUN your program. 




COMPUTER fr VIDEO GAMES 07 






SOFTWARE 



n 



Ul 



■I? 



98 COMPUTER & VIDEO GAMES 



An adventure with real gold for 
the first solver. Manchester 
based Mr. Micro's Gold Rush 
game had inquiries from keen 
adventurers long before Commo- 
(lore's VIC-2D Computer was 
available. 

This original program costs £16 
and should be available from any 
VIC dealer, I have no doubt that 
soon hundreds of VIC owne r s 
will be burning midnight phos- 
phor as they take on the ch si- 
nge of Gold Rush, 

Even the packaging is a wel- 
come departure from, the usual 
■cassette software, Gold Rush is 



supplied m a good looking book 
type format, containing the cas- 
sette, the instructions, the 
claims registration guide and an 
assay application form. The cards 
are used for registering your 
claim to dig for gold in the prog- 
ram and confirm your right to the 
real gold. 

It is the fact that this program 
offers a bag of real gold which 
makes the game unique. Some of 
you may be aware that in the 
usual adventure type game any 
gold that you win, instantly dis- 
appears when you switch oft the 
computer. With this game when 
you get the gold you keep it — 
you juft have to he first! 

The only problem that 1 can 
report so far is that finding the 
hidden word that earns the gold, 
is going to take a lot Qt hard 
work. 

You see, the 1849 gold rush 
consists of not just one game, 
but what the notes describe as a 
number of 'challenges'. The first 
part is easy, since it is a very 
neat display teaching a litlle 
about the real gold rush and 
giving instructions on how to 
.operate what is described as the 
"Mr. Micro Time Terminal". This is 
•basically a program which loads 
another program. A very effec- 
tive way of overcoming the 
memory limitations of the stan- 
dard VIC. 

The hard part comes nest, 
because the screen then displays 
a map showing various numbers. 
The map is of California, and the 
numbers are sites that may be 
visited. Each site can only be 
visited when you know the key, 



and you get to know the key by 
solving puzzles or by reaching a 
high score in a game. 

This means that at the start 
you can only go directly to one ol 
three locations. Once you have 
fulfilled the requirements then 
you can enter in the keys to play 
the nest levels, and so on until at 
last you will reach your own gold 
mine. 

Each linne you run the program 
the keys remain the same so il 
you like you can re-play the 
games that you enjoyed. Tor 
example I managed to gain 
access to "the Dig gins" only after 
l had realised the relevance of 
the Indian Smoke Signals, now I 
can select that game straight 
away. 

The authors assure me that 
the games get better as the 
player gets better, but we 






here. For Those of you consider- 
ing a computer and fancying your 
powers of co-ordination and 
mental agility the program could 
even make it worthwhile buying 
a VIC, since Mr Micro have 
guaranteed that the minimum 
value of the gold will be £150. 
Furthermore for every program 
supplied the company will add 
more gold 

Only one winner but this prog- 
ram must be regarded as good 
value, even il you do not manage 
to find the Golden Word. Many 
original and innovative elements 
have been incorporated, which 1 
am certain will soon be copied by 
other software writers. Although 
no individual game that I have yet 
reached would lustify high praise 
in its own right By the way. Mr 
Micro estimates no one will 
solve it for at least si* weeks 
After that . . . 
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Just what every astronaut 
dreads an outbreak of the 
procreative Green Things on his 
ship. 

On a mission in the space 
exploration ship Zniftar, the 
computer informs you that the 
Green Things are aboard. 

This is the main game on 
Acorn soft's Games Pack Mo. 7 
(Jl 1 0 1 , whic h also i n c I u d e s Ba 1 1 is t i cs 
and Snake. 

Toy start off unarmed and as 
you move round the ship you 
must find the Green Things and 
destroy them with the weapons 
you find - onlytwo ofwhichcan be 
carried at once. 



Some of them don't do quite 
what you would expect — but I'll 
leave you to find out exactly 
what they do. 

The re are three types of Green 
Things — big Green Things, little 
Green Things and eggs. The 
hardest to kill being the big ones 
This game is extremely dif- 
ficult (well I haven't won yet] 
since the Green Things seem to 
multiply too rapidly — in fact just 
about whenever you stop to do 
something, This means it is not 



SURVIVAL OF 
TIE GREENEST 



worth putting the plan of the 
ship on the screen since the 
Green Things may decide to mul- 
tiply then. 

In this game, the Green Things 
will move around, so that if you 
find nothing in one room, Green 
Things may arrive there later. 
After a while I found this game 
became a bit tedious because a 
number of actions to prove effec- 
tive had to be repeated. It 
requires 2K to run in on the 
Acorn Atom. 



Sinclair's six-pack of games for 
the ZX81 owner with a 1 GK pack 
is good value for money at only 
£3 35 . 

The pack, available from Sin- 
clair Research is called, unim- 
aginatively, Games Pack T and 
starts off with Cursor Handling 
which follows some of the early 
cursor type programs. The 
screen is full of numbers, with 
little attempt at graphics to 
alleviate the numerical informa- 
tion. The piece of paper tucked 
into the cassette case gives 
rudimentary instructions, but 
these are also presented at the 
beginning of each program on 
the screen (this applies to all 
Sinclair games). 

The program is fairly long, tak- 
ing about 3 minutes to load. You 
are a pilot, you can control the 
throttle of your craft — keys 1 to 
3, and altitude — P for clockwise, 
Q for anticlockwise. Height, hori- 
zontal and vertical velocity, fuel 
supply, throttle setting, altitude 
and time are displayed. The 
screen fleshes every two sec- 
onds as the instrumentation' is 
updated. A simple graphic display 
shows height and horizontal 
position. 

Twenty-One is a simple 
pontoon -type game, but played 
with dice instead of cards. It is an 
interesting two-player game, and 



the randomness of the throws 
can create great excitement. 

Combat is a rather strange 
game. It purports to be a simple 
space invaders-type game, 
where your craft has to avoid 
being blown up by the alien. 
Unfortunately, the control keys 
— using A, S, Z end X — are not 
as obvious or easy to use as the 
cursor keys would be. A simple 
modification to the program 
could fix this — rather boring 
really. 

Substrike is very similar - 
however this time the attacker is 
on screen! Nobody who has so 
far played this game, has won! 

Code Breaker is a Mastermind 
game where you have 10 gues- 
ses to get the correct four 
number sequence. 

Finally this cassette has May- 



day, which is a space rescue 
game, A body is adrift in a 
7x7j< 7 matrix. You are given 10 
attempts at trying to discover 
the position in this matrix of the 
body. There is also a time limit. 
Once you have cracked' the 
method of finding the body from 
the clues given, it becomes quite 
easy. 

While the games taken indi- 
vidually are not world beaters, 
this cassette is still goad value 
and no loading problems. A 
number of different tape recor- 
ders were used and none gave 
any problems. 



Now for Ballistics. This game 
takes about three minutes to 
load and requires 3K of program 
and GK of screen memory to run 
in. It also requires the floating 
point ROM. 

The game, as you may have 
guessed, utilises high resolution 
graphics to print a picture of a hill 
with little boxes on each side 
representing the guns 

Players take it in turns to fire 
at each other and the player who 
is first to score a direct hit gams 
a point. The hit has to be accu- 
rate since when I played, I 
appeared to have- got my shell to 
hit the other gun, but it was 
registered as a miss. When you 
do get a direct hit, the oppo- 
nent's gun explodes and a huge 
Christmas tree shape appears in 
its place while an unrealistic 
explosion sound comes horn the 
speaker. When numbers are ted 
in, they actually appear at the 
bottom of the high resolution 
screen, however, because the 
characters are p-lotted using 
Basic, they are slow to appear 
and when entering figures, digits 
are often missed out 

Finally, the Snake program. 
Snake takes about two minutes 
to load and requires 2K of prog- 
ram and 1/2K of screen memory 
to run in. 

In this game, you have to go 
round the screen eating up num- 
bers between one and nine 
which start decreasing after a 
while. When you eat a number a 
sound is produced and the snake 
increases by the value of the 
number. If you eat the wall or 
your tail the game stops until you 
hit a key. then the next one 
starts. 

This program, although the 
shortest and simplest, I found 
was the most addictive — always 
wanting to beat the previous 
high score. The game starts off 
easy, but as your snake grows it 
becomes more difficult since 
there is more to avoid, I found the 
keys difficult to use. 

If you are one of those who 
likes a strategy game, then this 
is worth buying, otherwise stick 
to space invaders. 
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Many years ago the great Wizard 
lox forged his orb of power and 
kept it guarded deep in the 
furthest recesses of his castle. 

In Wizard's Castle, an adven- 
ture for the games player who 
likes action rattier than obscure 
clue gathering and vocabulary 
testing, your task is to recover 
the Orb q! Zq! 

But first you have to decide 
just who — and what you are 
You could be an elf, a dwarf, a 
babbit or even a plain old human. 
For the purposes of this review 
let's say a hobbit. Having made 
your decision the next question 
is "Sex?", 

Wizard's Castle's programmer 
immediately won me over here. 
For when I replied, none too 
wittily, "Yes Please!' 1 , the com- 
puter responded with: "Cute 
hobbit very cute! Now try male 
or female." Duly chastised l 
typed in "male 

The computer generates three 
attributes for your hobbit These 
are strength, intelligence and 
dexterity. These may range from 
M8 f the higher the better and it 
any fall below 1 you lose 



A TOUGH TEST OF 
HOBBIT INGENUITY 

These qualities are added to 
and subtracted from through buy 
ing expansive potions of 
strength off dungeon vendors, 
being wounded in fights with the 
monsters, casting spells, or often 
gust plain luck 
"Drink from pool 1 ' 

"You tee I stronger" or: 

"Gaze into Orb 1 ' 

"You feel dumber". 

You are also given 60 gold 
pieces at the start of the game 
and with these pay tor your 
armour and weapon. If you 
choose the best weapon and 
plate armour you will not have 
enough left to buy a lamp (inex- 
haustible] or flares (usable once 
each). 

Once kitted out, down into the 
depths you go. The castle 
dungeons consist of eight levels 
-- each with 64 (8x8) rooms. 
These are either empty, filled 
with monsters, treasure, castle 
salesmen with the latest in 
adventuring gear, or strange 
artifacts like: magic pools, crystal 
orbs, books or chests. 

These are a bit of a gamble as 
you can benefit from them or find 
nasty things happen when you 
tamper with them. I once went 
through a 267 turn Adventure 
with a book stuck to my sword 
hand for about 250 of them 

A map of the level you are 
standing on is shown to you and 

i'trl 

. f 

r. „ ^ 



each room you have explored 
includes a symbol of what you 
found there. Unexplored rooms 
are marked with an asterisk 
Monsters may be fought lor 
their treasure or you can run 
away, or - it your intelligence is 
over !5 —you can Last a spell on 
them, Stairs lead you to new 
levels, warps can send you any 
where in the dungeon, pits send 
you crashing to the next level 
There are strange curses 
which inhibit your powers and 
marvellous treasures whiuh will 
make you whole again 

Wizard's Castle is a well 
thought out unpretentious gams 
of tun. It generates a random 
dungeon every time and tactics 
for survival must be learnt 
quickly or you'll be an ex hobbit' 
Winning is achieved when you 
emerge from the castle entrance 
with the Orb ol Zol grasped 
firmly in your hairy hobbit palms. 
Wizards Castle (with User 
Defence and Golf) costs £5 00 
and is available on the Sharp 
MZ 6DK from Knights TV & Com 
puters of Aberdeen. May the 
force be with you hobbits 
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RAIDERS FROM 
THE 

HEAVEN S 

The arcade game Gaiaxians has 
now found its way on ID many 
machines but the US Apple ver- 
sion called Alien Ram takes a lot 
□f beating. 

Both the waves of bat-like 
Martians and the space ship 
under your control move across 
the screen very quickly with the 
block of alien creatures reform- 
ing and swooping into a fresh 
formation ready to attack with 
alarming speed. 

Using the right and left direc- 



with. When those three are 
biown up the game is over Often 
it doesn't take long for all three 
to be exterminated which is frus- 
trating but, of course, addictive. 

To fire at the galactic warriors 
use the A key. The best tactics to 
adopt are to belt out a continual 
onslaught of shots while at the 
same time moving the defence 
ship to pick off the galaxians 
working your way from^jne side 
of the block to the ot 

You must keep rno^ig ell the 
kamikaze 
you in no 



tional cursor control key to move 
the defending 
niftily change di 
the spray of missiles fired 
mvading force. 

Of the four-deep block in the 
deadly enemy fleet there are 
three different types to blest 
with your laser gun. Each type of 
creature is worth a number of 
points ranging from 30 through to 
50 end sometimes going up to 
300. 

At the start of the game you 
get three lives, or ships, to play 



time otherwise 
type aliens will 
time 



the 



easy while 
are sent mdi 
with and later in 
down leaving in 
shower of missiles 
start flying across 
n the pace hots up and 
you have to fire at the alien while 
trying to dodge both his shots 
end the space ship, 

The biggest scorers ere the 
topmost galaxian (red it you have 
colour), One of those shot down 
during a swooping dive rakes in 
1(H) points, When it doubles up 



SOFTWARE 



with one or two of the smaller 
ships so that they attack in for 
mation it is worth 700 points. 
Don't let them fly too low before 
you fire at them because below a 
certain level your guns are de 
activated Don't let these tool 
you into a false sense of security 
with their special computerised 
tracking device feature which 
makes them home in on your 
ship Yet they wait for a few 
seconds before they attack 
The magic number of 3,000 is 
reckoned to be a high score and 
when you reach that you get a 
bonus ship to add to your fleet. 
But so fast moving is the game 
that it is hard to achieve that 
figure without a lot of practice to 
perfect your firing and movement 
co-ordination The graphics and 
sound effects have that air of US 
professionalism 
In America Ram has 

coun- 



and Pam Computers of 
le, Lancashire and 
costs El 3 95 and runs on 48K 




POISONOUS PERIL BENEATH THE SEA 



Destroying poisonous sea snakes 
from an alt too vulnerable sub- 
marine, while avoiding the deadly 
killer whales, requires an aware- 
ness and dexterity most people 
have never had to develop 

But then moat people have 
never tried to master the recent 
addition to the Tandy TFS-80 
range of games. It is called, sim- 
ply, Serpents and the aim is to 
stay alive as long as possible and 
destroy as many of the snakes 
that writhe out from the rocky 
bottom of the sea bed as you 
can. You have torpedo 
both fore and aft for this pur- 
pose, but even these are power- 
less against the marauding killer 
whales. 

Throughout the game these 
swim across the sea scape.. The 
serpents keep well out of their 
wav and unless you do too. then 
the game is all over. 

The submarine is controlled by 
the cursor keys for movement up 
and down or right and left. For 
diagonal moves, press the hori- 
zontal end vertical keys together. 
Bring left the "Z" key has to be 
depressed and for firing right the 
*T key must be down. Alt that is 
difficult to master when you are 
using three fingers ot your left 
hand and three on your right 
hard. So be prepared to really 
concentrate. 

■ Serpents has five levels of 
skill. Trainee Torpman. Budding 
Blaster, Capable Captain, Despe- 
rate Destroyer, Expert Exter- 



minator. A sixth alternative is 
called Special Missions which is 
the most exciting to play, In the 
first five levels the speeds of 
snakes, submarine and tor- 
pedoes increase with each. 

In the Special Missions sec- 
tion the player can select various 
levels. The game speed can be 
set between one and five, the 
submarine torpedo and serpent 



number fired f between one and 
five. 



For an average player set the 
speeds of all elements on the 
middle number, To get a high 
score of dead snakes set the 
torpedo salvo on the fastest set- 
ting and the snakes on an aver- 
age setting. That way you can 
just about keep control of your 
fingers, working six for different 
operations is no mean feat with- 
out panicking when you suddenly 
find yourself dodging rapidly mu! 
tiplying snakes and killer whales 
too. ^^ 0 * 



To destroy the snakes the tor- 
pedo must hit them just on the 
head making them sink to the sea 
bottom If they are not killed 
instantly the snakes spilt up and 
regenerate at an alarming speed 
filling up large sections of the 
screen, 

The game could be visually 
more exciting as the graphics are 
quite crude, But the game is 
good to play and the high degree 
of difficulty in operating the con- 
trols only serves to spur you on 
to master them. 

Avaitoble from Moiimerx, the 
16K tape costs £8.75 and the 32K 
disc costs £11 75. 



speeds between one and three 
tubas and the torpedo salvo (the 
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Are you a home enthusiast taking 
your first tentative steps into the 
enthralling world of micro- 
computers? If so, the Video Genie is 
the ideal complete system for you! 

It's a real micro-computer, not a 
pocket one, yet it only needs 
connecting to a domestic T.V, set to 
produce superb results. 

The Genie is compatible with the 
popular TES ISO 16K level 2, the best 
selling computer of all time. As well 
as its lower price, the Genie offers an 
in built cassette deck, 16K RAM, 

12K ROM with BASIC interpreter, full 
size keyboard and a stylish carrying 
case. So it is not only excellent value 
for money, but an ideal “First 
computer 1 ' on which to learn 
programming. 

There are literally tOOO s of pre- 
recorded programs available. 



including educational, leisure and 
small-business applications, and 
simple BASIC language means you 
can write your own programs with 

Extended BASIC. 

The Microsoft extended BASIC 
has many powerful features, 
including double precision 
variables, scientific functions, 
formatted printing, extended editing 
sub-commands, automatic line 
numbering, multiple dimensional 
arrays, complete string 
manipulation, direct access to 
graphics and machine language 
sub-routines. 

Memory 

The Genie EG 3003 model has 16K 



of internal RAM expandable 
externally to 46K using the special 
Expansion. unit. 12K of ROM contains 
the Microsoft BASIC. 



Cassette. 

Two cassette interfaces are 
provided for both the internal and an 
external cassette unit, 



CPU. 

The machine uses the industry 
Standard ZBO microprocessor. 



Display 

64 or 32 characters * 16 lines are 
available on the full display. 



jr 
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The additional p lltc hiSti of 
the EG 100 Monitor offers 3 

distmet advantages 

# El gives a consider a Ply 
better quaitiy display 

# It does noi interfere with 
domestic TV viewing. 

# [1 comes in an attractive 
matching style. 



Expander. 

I The expansion box unleashes the full 
1 possibilities of the Genie, ft contains a 
selection of interfaces, allowing the 
W connection of up to 49K PAM S disk 
drives, printers and 5100 cards. 



Disk Drive. 



As wet) as she obvious advantage of 
mass storage, the addition of the disk 
system to the Genie means much faster 
access to other Languages and full 
random access file handling. Up to 4 
drives can be used on a system. 



and introducing Genie H 



one giant leap for micro, business systems! 



• Numeric keyboard 

• Four usable, definable function 
keys. 

4 Extension to BASIC 

• Basic business commands 

• Fully expandable for same 
peripherals. 



New and exclusive ! The Genie 11 is a 
breakthrough for small business 
computers Harnessing dll the 
advantages of the Genie including low- 
price, Gerue 11 adapts perfectly to 
commercial functions with the following 
features. 



For full details and demonstrations of the Video Genie system or Genie II contact your 
local dealer, or write directly to the sole importers at the address below 



0S34 267B3 - 23564 



Cird* No. 143 
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“If it wasn’t 

for me, 
the Russians 
would have 
invaded 
Poland last 



night 

j-ii. J- -i j—k n 1 1 



Whether your 
kind of fun is sav- 
ing Europe in a war game, 
sharpening your chess strategy 
or piloting a 747, computer games 
reach new levels of exhilaration 
in tenns of excitement, intellect 
and dexterity. 

And, to help you get the most 
fun out of your computer, there’s 
a brand new monthly magazine: 
Computer & Video Games. 

It brings the best entertain- 
ment out of all types of computer, 
from personal Sinclair's, Ataris, 
Tandy s, VICs, Apples and PET’S 
right up to mainframe IBMs. 



99 Every issue’s 

I packed with pages 
of games listings for you to pro- 
gram. And you don’t have to be a 
computer 1 expert. 

Each month there’s reviews of 
new r computer and video games, 
regular pages on chess, bridge 
and mainframe games. Brush up 
or learn programming with our* 
regular workshop, and discover 
the fun of creating graphics and 
adding sound to the games you in- 
vent yourself. There’s also regular 
brain teasers (some with prizes) 
plus the secrets of beating Arcade 
video machines. 
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Computer & Video Games is 
packed with new levels of stimu- 
lation for people who get fun out 
of computers. 

I he first great issue is out today 
at all good newsagents. And, on 
the front cover you'll find some 
free brain torture in the form of 
the most tantalising little puzzle 
since Rubik’s cube. 

It can be solved mathematically 
so you should be able to write the 
program. Rut if you fail, you’ve 
got four whole weeks of frustra- 
tion because the solution’s 
not available till the second 
issue. 



The fi rst issue is at 
your newsagent now 

I uoukl like? to take out an annual subscription. 

I enclose a ehei|Ue/P.( >, tor K ( £20 < overseas) fi 
twelve issues, Computer & Video (.James, I livUon 
Court, R return t IVfterhoroujjh PKdM )Z* 



Address 



Computer 
& Video Games. 

The magazine that ninkes campuiwi fun. 
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ZX80/81 


HARDWARE/SOFTWARE 


2K RAM PACK 


£15.95 


4K RAM PACK 


£22.95 


16K RAM PACK 


£42.95 


ZX KEYBOARD 


£27.95 


SOFTWARE CASSETTES 


£3.95 



RAM PACKS Ail RAM Rndts are supplied buill and tested, and simply plug into your port on Ihe reer of the computer. The 2*t and 

4K RAM work with the onboard RAM, exempt 4fc + Onboard 6K. 

KEY&QAfiD A fult si^e keyboard for iheftOai The keyboard has all iheSfrtU fund ions on the keys, and will greatly increase your 

programming speed. Ii is fitted with push type keys as in larger computers. Also has faoSities for four extra buttons. 

16K SOFTWARE As swart at the ZX Microfair 

DEFLEX This tolally new and very addictive- game, which was highly acclaimed ar the Microtek, uses fast moving 
graphics to provide a challenge requiring not only quick reaction, but also clever thinking One and iwo player 
versions on same cassette- 

UFt Use* M Cto achievR a processing speed of three generations a second on a ?Q ■■ 3? grid with a superbly flexible 
colony editing sy stern This is wiihput a doubt the best ZX Life available. 

3Q/3D LABYRINTH You have all seen 3D Labyrinth games, hut this goes one stage beyond; you must manoeuvre 
within a cubic ma^c and contend with corridors which may go lelt right'up down Full sijr 3D graphical 
representation, 

Ptease add £T.OO P F for above items except software 
Specify on Order ZXftQBt 




23 Sussex Road, Gor lesion. Great Yarmouth, Menfolk. Tel: Yarmouth IQ493I* fitl?453 



Cud* No. L 4 4 



ZX-81 



ZX-81 16K SOFTWARE 



PACK 181 indudea *H of 

Alfi TRAFFIC CONTROL Animated radar sen -on ,»f busy airport shown, yfru 
muEi bring planes into- land INVADER'S: tNVADFK-* StiLf PLAY 
PH0ME-0QQK. huirp Frirnidi and relalivus numbers en cassette. DATE 
compulr - dating ■pfog.rarn vvho will it pn k lor you? ALL ONLY f * 96 

PACK 18 2 Includes a» oh 

ADVENTURE ATLANTIC You may becomr very rich or y 0u nmy in- 
marooned lonsvof BREAKOUT: SOU ASH PRACTICE TRANSLATOR EranH- 
any European language io any other, vix:#b on Lassette CQMPUTAP 
R,NT u sc ihi% program io pr^dicl Nirit? races or fcKrtbstl pmiis!' 

ALL ONI Y FA 95 

golh pin-kit come wtin ht> f instructions bonktets *ttd are saver* on cAxeit*- 
r&tffy to ri/P. 

■--r. p AMS L:^7h M KH AM Z>: tr ThV ^i, 5 r ^rs,on includes SQUASH, 
INVADERS COLUMBIA. SPLAt MIGRATION BANK AC CREDIT CARD 
CALCULATOR AND LOTS MORE All on cess^n* and ready to run n £]W With 
lull iniSl ructions. -gtill tmaflng value EC-9B Iht, Lot. 



TAPEflOOK W Y*rwn 3 

The brisalcthrnugh you've waited Ipr 
PROGRAM THE 7* 81 IN ENGLISH 

With GAMAL 81, you uari now write a-dvanlure- programs in Knurs not weeks 
and withGAMAL 01 you'll have nvc*v advaniLira you II ev^r wnnl fnr the pnrt* 
oi one Come? on with instruction book fl? K.^nrpLiires lfik-i IfSfW" 1 

see Ualow) 



PACK 16/1 

+ 

PACK m /2 



ONLY 




PACK 16/1 + 
PACK 16/2 + 
Tapebooks 50,3 



ONLY 

£9.95 



SAVE 

£6.90 



SPECIAL OFFER TO ZX Si OWNERS 






GAMAL is £8.00 only if your order either offer 



CONTROL TECHNOLOGY, 

39 Gloucester Hd„ Cron, Hyde ChrtiOM SHU 5JG tal 369 75S8 
Ctudi Big ideas lor email computer — all software by retimr vf pOtF 1 



Circle No, Lli 



Personal 
Compute r 
Pal ace 



COMPUTERS 



Atari 400 
WITH FREE 
STICKS 

Atari 300 
WITH FREE 
STICKS 

Atari Cassette 

Atari disk drive 025 

Atari 16k module £63 



Genre computers and Cen- 
tronics, Epson flf Alar i prin- 
ters available. 

One year parts and labour 
guarantee on all equipment. 
Optional maintenance con 
tracts available 
Same day despatch Please 
write your order carefully ot 
phone us for jnformaliorv 
order form. Callers welcome 
Open 9. 00 -6.00, dosed Wed 
nesday. 



6 Castle Street, 
Reading, Berkshire, 
Tel, (0734) 589249 




ATARI SOFTWARE 




Cartridge 


Asteroids 


£29.96 


Chasflt 


£2995 


Music Composer 


£32.50 


Star Raiders 


£2996 


Super Breakout 


£29.95 


Cassette 


Blackjack 


£8 96 


Europe 


£695 


Graph It 


£1 1 95 


Hangmen 


£6.95 1 


Scram 


£12.95 


Space Invaders 


£1295 




JOV 

New general ion mierpa for family 
entertainment and education Amaz 
£45 ing so Land and graphics direct Irurii 
your oplnur TV giv# you l he best 
games available Atari from Personal 
Computer Palace provides easy relia- 
bility at a price you can afford. 

We also have Apple & Video 
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A beginner's guide to plain jargon 



ALGORITHM A process or set of rules to 
carry out a task or solve a mathematical 
problem. 

ARRAY A senes of items (data or informa- 
tion! arranged to form a meaningful pat- 
tern. 

ARROW KEYS The keys on a computer 
keyboard marked with arrows. Used for 
moving the cursor across, or up and down 
the V.O.U. screen. 

BASIC The most widespread computer 
language, which is one of the easiest to 
learn and is used on all microcomputers. 
RUG A slang term given to a mistake in a 
computer program which prevents it work- 
ing. It can refer to a mechanical, electrical 
or electronic defect in a computer 
CAPACITOR An electronic component 
used in computers. 

CENTRAL PROCESSOR UNIT The part 
of the computer which carries out the 
arithmetic and logical processes (some- 
times known as '‘number crunching"), 
which information has to go through. It also 
exercises final control over the physical 
components of the computer system. 

CHIP A tmy piece of silicon which holds all 
the components that make up a micro 
processor. 

CHRS A Sasic function which codes a 
computer's graphic symbols. It is followed 
by a number in brackets, e.g CHRS {68), 
which is l he coded number ot the symbol 
you want the computer to produce, 
COMPUTER LANGUAGES Languages 
are used to make the computer perform 
operations. They consist of computer 
instructions or commands. There are dif- 
ferent types of languages for carrying out 
different tasks, e.g, business, scientific, 
CURSOR A small square-shaped mark 
which indicates where a character will 
appear on the screen. It can he moved 
around the screen using certain keys on 
the keyboard. 

DATA OUTPUT PORT This is the part in 
the computer from which information can 
he retrieved. 

DATA STATEMENT An instruction in a 
computer language. 

DEBUG The process of locating and cor- 
recting errors in a computer program. 

DIGITAL ANALOGUE CONVERTER A 

device to convert information stored in an 
analogue computer into digital form, so 
that calculations can be carried out. Most 
computers are digital. Analogue computers 
are mainly used for scientific purposes. 

DIODE A device that allows electricity to 
How in only one direction 



DISC A magnetic storage device, ft can be 
either a hard or floppy disc. Hard discs can 
usually store more information than floppy 
discs and are used with mainframe com- 
puters, 

DOLLAR SIGN $ See "String 

EDIT Rearranging data to be stored in the 

computer memory. 

EXPONENTIATION A mathematical 

operation used to calculate powers of 
numbers, 

FORTRAN Is a compoter language writ- 
ten in algebraic expression and arithmetic 
statements If is thought to be a more 
precise language. 

GOSU6 A Basic command instructing the 
computer to go to a subroutine in a compu- 
ter program. 

GRAPHICS The name given to pictorial 
representation of data such as plotted 
graphs, engineering drawing and, of 
course, computer games. 

HARDWARE The general term given to 
all pieces of electronic and mechanical 
devices which make up a computer system, 
i.B. the actual machines,. 

INPUT Information /data which is fed info 
the computer, 

INTEGER A number which does not con- 
tain a decimal point, i.e. a whole number. 

K A kilobyte of memory. 

LANGUAGE See ‘'Computer Language". 
LCD, (Liquid Crystal Display) A display 
containing liquid crystals which light up 
when electricity touches them. Used in 
calculators and watches, 

L.E.D, (Light Emitting Diode) Provides 
a simple display and consists of an electron 
tube which lights op when electricity is 
passed through if. Used as an alte rnative to 
liquid crystal displays. 

LINE NUMBER Refers to the number 
assigned to a line or row of characters 
contained m a computer program 

LIST (ING) This means to print a line for 
each item of a computer program. You can 
either call it up on the screen or. if a printer 
is attached to the computer, you can get a 
printout of the program you went to list. 
Useful to check programs. 

LOAD Putting information from auxiliary 
storage into internal storage of a computer. 
It can be either a complete program or any 
data. When you load a program you put the 
contents of that program into the compu- 
ter's memory from storage either on a disc 
or a cassette. 

LOOP A Basic function referring to the 
repeated execution of a series of instruc- 
tions for a fixed number of times. 






TANDY 

COMPUTER CENTER 






- FOR BUSINESS AND PLEASURE 
FULL RANGE OF TRS BO COMPUTERS 
DISC DRIVES, SOFTWARE, PRINTERS 
OTHER MAKES ALSO AVAILABLE 



EXPERT FRIENDLY ADVICE 





pj 


I EQUIPMENT 

1 3 BRIDGE STREET 10183] 

F GUILDFORD. SURREY 504801 

A 





GAMES FOR 
THE TflS-SQ [16K, L2) 



ratiiiMi i 



rawm i i 

Hi FWH JiAli !«>■«« Khr - I 
■<UI iH a KM a. mw-r* tv - 



i »i Ihm 



'W JUfC< iO.AOI Hu mmm w* m-. 
' "* fcu HvH 

u i MQnkil imtm 



SRAM WELL ENTERPRISES, 

87 ANDERSON CRESCENT 
GREAT SAFER. BIRMINGHAM S43 75T 



Software tor MZBQK ES SO EACH 



T reasure 
Space Adventure 
Impossible Maze 
Cowboy Round-Up 
MX60 Composer 
Grand Prut 
One Man One Dog 
Kaieido 
Spas 
The PM 
Road Race 
Alligator 



Word Power 
History 
Geography 
Memory Test 
Mult Tables 
French 
German 
Spanish 
Welsh 
Main Test 
Maths Drill 
Master Mind 







MORRIS TON COMPUTER CENTRE 

46 CROWN STREET, 

MOR RISTON 
SWANSEA. Tel 79581/ 





4RMEIt 

SHARP MZ-8Q (£399 + VAT for 48K} 
VIDEO GENIE (£289 + VAT for ISKl 
ACORN ATOM ASSEMBLED (£1504 VAT! 



4 Intel (Vision + ace tv games 

+ CHESS COMPUTERS 
r HAND HELD ELECTRONIC GAMES 
+ SF. FANTASY Si WAR GAMES 
- ALL KINDS OF GAMES & PUZZLES 

ATARI 400 E28E plus VAT 
ATARI BOO £525 plus VAT 



18 SYDNEY STREET 
BRIGHTON 0273 898424 



REACH 60,000 READERS 
FOR £30!! CALL US ON 
01-837 3699 Ext. 220 



COMPUTER St VIDEO GAMES 97 





i 



SUPERMARKET 






COMPUTERS 
CALCULATORS 
COMPUTER GAMES 
at 

EXTRA LOW PRICES!. 
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MACHINE CODE The term used to refer 
to syr^Uols or numbers assigned to parts of . 
a machine, It is the same as operation code 
which is the symbol tailing the computer 
which operation to perform When a game 
is written in machine code it makes every- 
thing move much more quickly. 
MAINFRAME COMPUTER The i&rgon 
word used to describe a very large compu 
ter. 

MEMORY MAP A printout provided to 
aid in processing scattered program frag- 
ments in the computer's memory. You can 
also call up the data on the screen 
MICROCOMPUTER a tiny computer las 
the name suggests) consisting of hardware 
and software The main processing blocks 
are made of semiconductor integrated cir-- 



REAL NUMBER a number which con 
tains a decimal point. 

RESISTOR An electronic component thai 
opposes the flow of electrical current and 
is used to make up a microprocessor. 
RETURN A Basic function and also an 
important key on the computer keyboard 
When used in Basic it is a statement which 
should always appear at the end of a 
subroutine. When the key on the keyboard 
is pressed it tells the computer to carry out 
the instruction you have just given the 
computer. 

R O M. {Read Only Memory! A mem- 
ory chip which can only be read from and 
not written into, 

ROUTINE A set of coded computer 
instructions used for a particular function 



cults. 

MICROPROCESSOR Another name for a 
chip. 

MINICOMPUTER A small, or medium 
sized computer, It has less memory capac- 
ity than mainframes but more than micros. 
NUMERIC KEYPAD This is the section 
of the computer's keyboard where the 
number keys are located. 

OUTPUT The information retrieved from a 
computer, either shown on a screen or 
printed out via a printer attached to the 
computer. 

PEEK A statement used in Basic which 
allows you to read the contents cd a 
specified memory address. 

PIXEL The basic element of a T V picture 



in a program 
RUN A Basic function and instruction 
which the programmer types in when he 
wants to execute a program, 
SEMICONDUCTOR This is material 
whose electricity conductivity is between 
metal and an insulator. Many computers 
now use semiconductor memory. 
SOFTWARE Another name for computer 
programs. It can also refer to computer 
documentation. 

STATEMENT An instruction in a compu 
ter program. 

STRING A connected sequence of charec 
lers, words nr other elements usually sym- 
bolised with the S (dollar) sign. 

STRUCTURED PROGRAMMING A 
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derived through various types of scanniog 
processes and is used for computer man- 
ipulation. 

POKE An instruction used in most ver 
sions of Basic allowing you to store inte 
gers in a specific place in memory. 

PRINT A Basic command which tells the 
computer to perform a calculation in a 
program. 

PROGRAM (COMPUTER) A senes of 
instructions fed into a computer which will 
solve a problem or accomplish an objective. 

PSEUDO RANDOM NUMBERS These 
are numbers which are not real random 
numbers but are close enough to be used 
for statistical testing. 

fl.A,M (Random Access Memory) 

This is a memory chip which you can load 
programs and data to and from there are 
different sized RAMs capable of storing 
various amounts of information. 

READY The word which is shown on the 
screen indicating when the computer has 
loaded Basic and is ready for your further 
instructions. 



phrase used as shorthand for a collection 
□f techniques thought to make program 
ming much more rigorous. 

SUBROUTINE A computer program 
routine that is translated separately. 

SYNTAX The name used to refer to 
sentence structure rules of a programming 
language. 

TRANSISTOR A vital component of a 
microprocessor. In fact microprocessors 
contain many thousands of them. 

TRUTH VALUE See value 

VALUE The numerical quantity of a data 
element and the number assigned to a 
variable. 

VARIABLE A symbol whose numeric 
value can be changed at all times. It is used 
when writing programs. 

V.D.U, (Visual Display Unit) This is a 
unit which looks like a television screen, 
which information stored in the computer 
memory is displayed on, 

Z'BO A make of microprocessor much used 
in microcomputers. 
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At work or play - everything you need in a personal computer 



The Atom U n machine to be used 
Every day, day alter day. It's a lull 
function m achme - check the 
specification against others. It's 
rugged, easy to a per ate built to last 
and features a full-size typewriter 
keyboard 

Just look at some of the feature sJ 

• More hardware support (hern any ether 
microcomputer • Supeiiast BASIC - con be 
updated to BSC BASIC if required 

• High resolution and comprehensive 
graphics ideal ior games programmers and 
players* * Integral printer connection* 

• Software available lor games, education, 
maths, graphs^ business* word processing, ele. 

• Other languages. Pascal, FORTH, LISP 

• I/O port ior control of external devices 

• Built- m loudspeaker * Cassette interface 

• Full service/ repair facility • Users club 

* E!j ).-.ir,i-pd ve !9i-:<n 



Optional Cdm$ 

• Network facility with E conet 

• Disk* PAL UHF colour encoder 

• Add-on cards include 32K memory, 
analogue to digital, viewdata VDU, disk 
controller, daisywheel printer, plus many, 
many morel * Power supply 

FREE MANUAL 

The Atom's highly acclaimed manual cornea 
free with every A tom and leaves nothing ouL In 
fust a whil e you' 11 be completely at ease with 
your new machine! Within hours you'll be 
wnting your own programs. 



rjjmpucn ilorei lit ■luckliiK Atom* ■ ihttr^s * Lbt brie* ■ Cf mere isn't one near you, fill in the covpoft and we'll 
ruili an Alum tc» you wLlhin 28 d*j,s,. 

mom Abtrdren 22B63. Micro Sr via, Bath 334*59 Broadway Heel. BcdlutU : L . 1 . 1 ^ Mlli^C blrmlnfhjrii 
&2 1 -23^1105- Owl Compute™, Blihopi SlcwifortJ 5 2 6*2 ■ Micruttnuu, Bottior 

HradfnTd 4U| y?2. Omnbf, Brijhtoft *9*4 J4. E3*eUonic fafarmitiait System*. *n»iol . J 4 S *4. Micro -t r Brtuai 
oJTJ-tiOfn i. Cimbridp rump Stare . CunHWl* *5334 Hlto mb m, ('im bridge 3 1 2953. Cardiff Mih«. * ?-?}- 
.173072. Bdbrd rieti. Chatter JllltM. EmpflK, Colrtintar BfiSV'S*, Silicoji i rn tr« > fc dtnUu reh . 3i - ■ - • . 
Mlkfuiroillc f.ennans.. 05 31 72 211- F.scO Compullnj. t3lai*ow 204 till. I. 'irCrul Lll VLfSat, Harlyw 3L*04. 
Uni reu it Elect. Huliagfwn. Castle Elect, Hiiilnit 4J7P75. Curiyi Micro SysU mu. Hi** w v . ; n.b« t.uitomi5«l 
Electronic*. I .red* 792J32 Mien C, Letdi USB4te6qi.)).A LompuHn, Uiceirer ?0*402. MteW'i ■■ Leicester 
os I 1*46224 Micro-digital, l-ivcrpouJ 21*0707, liarrlu Elect, F..C.J. 48 S 331 6. 1.umcalc, London. ,*I4.S5 
MiLTc^ijr, VoflU Condon. 4 SO T 1 1 Sinclair Et|flip. Ini (Export}, W|, 235 ^ 64 V. Of t Kecitlda. SW l 2 . *74 I JO S ■ 
Trrbnmfriatk, NV.I0, 452 1 5 00 Micro Lunm 425079, Ace Duiiirtcab Lump, Mtidsituie bl7 947/6 Miltii-i. 
Maachcftcr Ohl nU-OUJ, NSC Camp Shatu, Mmrleiln *3- 2 264 CurturmnrJ Eleerijnla. M,dd ^Kmjujih 
Z477J7 Cnmprtiop. New. Barnet, 44] 2922. Mlcro^C. New MaMtll, S**l. Ncwc«ll« »*1SL.4. 

Newcastle Comp Services. Newc«rlf 61532*. AO*tl* Camp Can! nr, Norwich 29652, LewNk VI* wd*U. 
NtiiJnchuA 396976, MiLro-t’, NeiUngihiin U 602-4 1 24S&. R.D.5. I .l« ctru. id , Porlimouih *t ?j* 1 *■ 1 Lompulem 
I I AIL Bom fortl 7 s 1406. Lntfllli*eiU Ariifatis, RuJBton. Amnyiun 689. Computer I atililks. ScanHiWpir. 
Daituii Micro Centre, Sheffield S3 S 490. Superior Syiteiii*. Sli«m*U 755005 Micro-* . SouHumploit .01-296.6. 
Q- 1 rc Svtrema, SiatMIt 653BS. K> Computers Surbllnn <0t) 317 4.1 1 7. Abacus Mltf« W"in. • onlunduc. 
Paddock Vi'lmiJ 386 1, Korlhurn Comp. M. if ting HeUs». %iielt, StandtUl 



YOU AND Y0UH CHILDREN 

More and more schools are buying Atoms 
More and more children will learn on cm Atom. 
You can give them that e utrn familiarity with cm 
Alom m the home 



^CORN 

COMPUTER 



4a Market (Hill, 
CAMBRIDGE CB2 3NJ 



WThftn you order youi Alom. we wiU mrLuli* 
full delcnla o( nll**nttwrtro inui Lhe 

ophona I Lrsidwtsie 

To Acorn Computer Limned, 4A Market HiU, 
Cam bo dge CB2 3NJ. 

I enclose a cheque/posial order lor C 
Please debsl my Access/ 

Barclaycard No 

Signal uie ... 

Nam e{piease print) 

Address . 



Telephone Number 
fieflu.iflred.Nc VAT No 2L5-40022C 

lUmariulHe. 

Qu^nlilV Itrm VAT - PfcF TwmU 


AtanlLirik ROM + 
2K RAM 


£140012 


Ar.,i»i A m.p mis 1^.1 BE 
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ATARI SOFTWARE 

Star Raiders 
Missile Command 
Asteroids 

Space Invaders (Rom) 
Space Invaders (Cassette) 
Basket Ball 



ATARI HARDWARE 

400 16K 
800 16 K 
410 (Recorder) 
810 Disk Drive 
80 Col. Printer 
Paddles Pair 
Joysticks Pair 



ATARI SOFTWARE FROM ADVENTURE 
INTERNATIONAL 

Adventures 1-12 
Star Trek 3,5 
Sunday Golf 
Angle Worms 
Mountain Shout 
Deflections 
Lunar Lander 
Galactic Empire 
Galactic Trilogy 



24K{C) £16,50 
24K(C) £16.50 
16K(C) £12.50 
16K(C) £12.50 
16K(C) £12.50 
16K(C} £12,50 
24K{C) £16,50 
24K(C) £16.50 
24K(C) £16,50 



ATARI SOFTWARE FROM 0YNAC0MP 

Stud Poker 161 

Moon Probe 161 

Alpha Fighter 241 

Intruder Alert 161 

Giant Slalom 16! 

Monarch 16 

Crystals 24 

Dominoes 24 

Chomp-Reversl 16 

Management Simulator 24 



We also carry a large range of software for TRS-80 and Apple 
computers send 50p for catalogues. 

(C) = Cassette All prices include VAT 

Trade enquiries for software welcome. 

Mail order available all prices include P & P 



SPECIALISTS IN MICROCOMPUTER HARDWARE & SOFTWARE 



CALISTO 

COMPUTERS LIMITED 



119 John Bright Street, Birmingham B7 1BE. Phone 02V632 6458 




TAKE OUT A 
SUBSCRIPTION 
TO THE MAGAZINE 
THAT MAKES 
COMPUTERS 
FUN. 




Misr * 



fdoj 

QA/fe 



* 

► 



ll brings the best 
entertainment oul of 
all types of computer ,. 1 
from personaiSinclairs 
A tar is, Tandys. VICs, 

Apples and Pets right 
up to mainframe IBMs. 

Every issue is packed with 
pages of games listings for you 

to program And you don't have to be a computer expert. Each 
month there are reviews of new computer and video games, 
regular pages on chess, bridge and mainframe games. 



SUBSCRIPTION ORDER FORM 



Free information service 

Use this card to find out more about products 
and services featured in Computer & Video Games. 

All you have to do is refer to the numbers at the boitom of 
the items that interest you and circle therm here. 

On receiving your completed card, we'll arrange 
for the companies concerned ' 

to send you further information 
Ring the numbers that interest you. 
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PRACTICAL PROGRAMMING 

ITs m g<0 inrerests la r^n yog all »r,ici h« n- r 
prngrarr.mers Ted Hal- wi lenvpR you Ijfthtr ai -i^ 
ihe 0asic trail 

ADVENTURE 

'iV'-f-mfi you w,yr,l fp write , DLtT am a* ■u" p! : i, ’fu r 

Cftijpte'j «eiffi CampCftH Kicks Jf ine mag L>em r<t 

top mast popular orr ;.■!,*• ga r-i 

CHRISTMAS PARADE 

Most Christmas stoctongs will have a microprocessor 
in them (his Yulehfle We loo* crMically ai ire new lay 
gsnebfloh 

KIT KDRNER 

A micro you havn builr your sail win giy« you Inal 
much more satistaction K*ilh Mali outlines, ttie 
twvlits and wans ol iht- pdteits 

PUZZLES AND CROSSWORD 

Bodies xt dran-pag/ie .i't .if. lor grabs if (h* Mr-d 
Routines probien! and Neywa Dos :: .wi>!d 

GRAPHICS 

The mark's on 'hi- screen so often r- mark -i a 
good &ame 

DOWN TO BASIC 

Computer beginners s F a,i ne'e Bui old hands shouKt 
na! pass hy Moira NOnte's revealing' look af irie most 
widely used computer language 

SOFTWARE REVIEWS 

*■■ adventure real ireasure 1 An alien uwaslgn of 
your spaceship And m:any more 

SOFTWARE GLOSSARY 

Don't he thwaie-2 hy cflonEwtefised jargon k s all here 
m plam E^hsh 





This may be the first Apple II game that i: 
RASTER BLASTER for the Apple II and Apple II Plu 
play that it is sure to attract the attention of the t 

it right now for yc 

RASTER Bl 

Video Pinball for 
See next month's issu< 



SUBSCRIPTION 

ORDER 




Please start me a sub- 
scription to Computer & 
Video Games and continue to 
send it 10 me until I cancel 
I understand that t may stop my subscription 
at any lime and you witl refund me the difference. 

I enclose a cheque/P. 0. for £10.00 (U.K.); Overseas 
£20.00. Twelve issues a year, Cheques should be made 
payable to Computer & Video Games Lid 

Name 



Address 



Signed 



Date 



NOW PLEASE POST TO: 

Computer & Video Games Ltd., 

Subscription Department. Breiton Court, Breiton, 
Peterborough P£3 8D2 
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NEWSAGENT: 




iver 



i Computer & Video 
K Games to me every 
\ month, until 
i further 
i notice ^ 




ARE YOU THE BEST 
ARCADE PLAYER 
IN THE WORLD? 

Find out by entering our great competition. Simply fill out 
this card and send it to Computer & Video Games Ltd, 

3 rd floor. 8 Herbal Hill, London JEC1 R 5JB. 

Great prizes to be won „ . , full details on page 20 



would like to enter The Best Arcade Player in the 
World Competition, 

The machine I play on is called — — 



and is manufactured by 
My hrghesi score is 



which i scored on (date). 



Themanagerof the arcade/pub where I achieved this 
score was a witness. 

Signature of witness — — 

Name and address of arcade/pub . — 



— Hi 




M POWER 

«d in a personal computer 



ier 
remory, 

>U, disk 
plus many, 



lomual comes 
is nothing £>uL In 
lyal ease with 
rs yoia'13 be 



YOU AND YOUR CHILDREN 

More and more schools are buying Atoms 
More and more children will learn on an Atom, 
You can give Ihem that extra iarmiianty with cm 
Atom m the home 



^vtCORN 

computer 



Market Hill,. 
CAMBRIDGE CB? 3NJ 



When you cud** y wji Atom we will me lude 
bull d*taUa ol aD-sothrane park* -md the 
optional hardware 

To Acom Computer Limited 4A Market Hi Li 
CartLbridlge CB2 3NJ 

I enclose a cheque/ postal order ioi £ 

Pt&ase debit my Access/ 



I c ■ 1 1 j p , p i a lid well 

Bsrmlnfhain 

, Eton; Service., 
C, Bri.lol 
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MACHINE < 

to symbols oi 
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ns written in 
thing move n 
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word ysed to 
ter. 

MEMORY I 

aid in proces 
meots in the 
sIsd call up t 

MICROCOh 

the name sug 
and software 
are made of 
cults. 

MICROPRO 

chip. 

MINICOMP 

sized comput 
ity than inami 
NUMERIC 
of the com 
number keys 

OUTPUTT 

computer, e 
printed out 
computer 
PEEK A s 
allows you 
specified me 
PIXEL The 
derived thro 
processes a 
ipuiation. 
POKE An i 
sions of Basi 
gers in a sp 
PRINT A fiaj 
computer to 
program. 
PROGRAM 
instructions f 
solve a probl 

PSEUDO R 

are numbers 
numbers but 
for statistical 

RAM |R 

This is a me 
programs an 
different siz 
various amou 

READY The 

screen indie 
loaded Basic 
instructions. 





NOW PLEASE POST TO: 

Computer & Video Games Ltd, 

3rd. floor, 8 Herbal Hill, London EC1 R 5JB 
TO ARRIVE NOT LATER THAN JANUARY 2nd. 1382 






